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A  GAME  OF  WHIST. 

'Come,  draw  the  curtains,  poke  the  tire, 
Shut  out  the  rain  and  mist, 

Put  down  the  evening  paper, 

And  let's  have  a  game  of  Whist. 

Bring  out  the  square  oak  table,  Jack, 

You're  so  kind  to  assist. 
And  now  four  cosy  chairs, 

And  we'll  have  a  game  of  Whist. 

Father,  you  play  with  Mabel, 

And  with  j'ou  in  the  list, 
Jack  and  I  will  have  to  work 

To  win  our  game  of  Whist." 


The  game  is  done — in  dim-lit  hall 

His  lips  a  sweet  mouth  kissed. 
And  soft  low  tones  half  whispered:  "Jack, 

I  like  a  game  of  Whist.'' 

al:ce  griswold  Huston. 


"Life's  a  game  of  Whist;  from  unseen  sources 

The  cards  are  shuffled  and  the  hands  are  dealt. 
Blind  are  our  efforts  to  control  the  forces 
That,  though  unseen,  are  no  less  strongly  felt. 
I  do  not  like  the  way  the  cards  are  shuffled, 

But  still  1  like  the  game  and  want  to  play. 
Thus,  through  the  long,  long  night,  will  1.  unruffled, 
Play  what  I  get,  until  the  break  of  day." 


PLAYING   CARD   DECORATIONS. 


Entertaining  with  Cards. 


No  other  form  of  entertainment  allows  such  diversity  of  style 
and  variety  of  detail  as  card  parties.  They  are  appropriate  for 
morning,  afternoon,  and  evening— and  for  all  assemblies — 
require  little  oversight  from  the  hostess,  and  may  be  as  simple  or 
as  elaborate  as  is  desired.  Once  seated  with  a  new,  crisp  pack 
of  cards  before  them,  the  guests  will  entertain  themselves. 

Euchre  is  still  a  reigning  favorite  for  progressive  play,  though 
in  certain  localities  it  has  been  supplanted  by  Whist— Bridge, 
Duplicate,  Progressive  or  Drive — Cinch  or  Pedro,  Five  Hundred, 
Sixty-Three,  and  others.  Euchre  is  sociable  and  easily  mastered, 
and,  as  almost  everyone  who  plays  cards  at  all  is  familiar  with 
it,  its  popularity  is  not  likely  to  wane.  There  seems  to  be  a 
sociability  in  six-handed  games  that  is  rapidly  bringing  them 
into  favor.  It  has  been  said  that  an  evening  at  six-handed 
Euchre  makes  old  friends  out  of  chance  acquaintances.  Five 
and  seven-handed  Euchre  are  also  played,  but  not  progressively. 
The  score  is  kept  at  each  table,  and  a  favor  given  to  ihe  player 
having  highest  score  at  each  table. 

Rules  for  scoring,  counting,  progressing,  etc.,  are  often  a 
matter  of  dispute.  A  wise  hostess  familiarizes  herself  in  advance 
with  the  rules  of  the  game  to  be  played.  These  may  be  printed 
on  a  card  and  pasted  on  each  table,  or  read  aloud. 

Rules  for  all  card  games  may  be  found  in  "Card  Games  and 
How  to  Play  Them,"  published  by  the  U.  S.  Playing  Card  Co., 
Cincinnati,  price  twenty-five  cents. 

The  Cards. — The  first  requisite  for  a  successful  card  party 
is  new,  fresh,  handsome  cards.  The  cards  are  the  one  detail 
that  makes  or  mars  the  whole  affair.     A  hostess  may  entertain 
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in  the  simplest  manner  and  have  a  pack  of  handsome  cards  on 
each  table,  and  the  pleased  expressions  of  her  guests,  as  they 
seat  themselves  to  play,  will  prove  to  her  that  they  appreciate 
them  more  than  they  would  elaborate  decorations.  Cheap,  worn 
cards  are  out  of  place  amid  tasteful  surroundings.  A  large  num- 
ber of  handsome  designs  are  available  at  moderate  prices,  allow- 
ing an  almost  unlimited  scope  for  selections — Japanese  designs 
for  a  Japanese  party,  Delft  designs  for  a  Dutch  party,  Owl 
designs  for  an  Owl  party,  etc.  It  is  a  pleasure  to  handle  new, 
highly  enameled  and  flexible  cards— cards  of  uniform  quality  at 
each  table. 

The  U.  S.  Playing  Card  Co.  are  continually  issuing  hand- 
some designs  to  aid  in  special  functions,  or  in  carrying  out  novel 
ideas  in  card  entertaining,  and  will  be  glad  to  send,  at  any  time, 
samples  of  the  newest  designs,  and  addresses  of  dealers  in  your 
locality  who  sell  them. 

The  Quests. — The  number  of  guests  should  depend  upon 
the  capacity  of  the  apartments.  Overcrowding  should  be 
avoided.  Where  a  large  number  of  social  obligations  must  be 
met,  rather  than  overcrowd,  it  is  better  to  give  a  serial  party, 
continued  from  day  to  day. 

Invitations.— Invitations  should  be  sent  from  a  week  to 
ten  days  in  advance.  The  form  varies,  at  the  discretion  of  the 
hostess,  from  an  engraved  and  printed  invitation  for  a  formal 
affair  to  a  written  announcement  for  a  small  party  of  intimates. 

The  hostess'  visiting  card  may  be  used  Enclosed  in  inside  and 
outside  envelopes)  with  date  and  hour,  and  the  words,  ''Cards," 
"Whist,"  "Euchre,"  etc.,  noted  on  the  lower  left  corner. 

Engraved  invitations  are  printed  on  white  or  gray-white  paper. 

For  an  afternoon  affair  the  card  form  is  preferable: 


Mr 

& 

Mrs.  John  Webster  Latim 

ER, 

The 

Stenton,  Philadelphia. 
EUCHRE, 

Tuesday 

December  the  Eighteenth, 

FR< 

M   FOIK  UNTIL  SIX   O'CLOOK. 

ENTERTAINING  WITH  CARDS. 
For  an  evening  affair  the  sheet  form: 


c_//6^j^    (^  i  e;i^>-z-c-e-d^      C'/z'-t.t-^*    J^e^i^^^Ce:^^ 


^-<a^*-z-e-d^tx^-^    S'^'-«'»**^Wf;^_,   t^e-^i.tttX't  t-^  -^j^i^. 
ez^  ^tX-'^C   ^:^^&^    0/j?^^'^  Ki-^c^o-c^^ 


yC^    <^(Ler^^   cJ^^ 


c_>t-«-e»««^*?.r^^    c-i^****rf-Z;<-i^4i<^*-**«* 


The  receipt  of  a  card  party  invitation  should  be  acknowledged 
at  once,  with  acceptance  or  declination,  that  the  hostess  may 
make  provision  for  filling  vacancies. 

Details  of  Arrangements.— In  these  the  originality  and 
taste  of  the  hostess  is  allowed  almost  unlimited  scope.  Much 
depends  on  appropriate  and  tasteful  decoration,  orignality  of 
favors,  tally  cards  and  prizes,  the  style  and  manner  of  serving  of 
refreshments,  etc. 

The  Decorations.— The  effectiveness  of  the  decorations 
does  not  depend  on  their  elaborateness.  The  charm  often  lies 
more  in  their  artistic  arrangement  and  suggestiveness  than  in 
their  richness  and  profusion.  Decorations  or  furniture  liable  to 
interfere  with  the  free  movements  of  the  guests  should  be  re- 
moved. A  pretty  matinee  effect  is  obtained  for  afternoon  card 
parties  by  drawing  all   blinds  and  curtains  and  using  artificial 
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lights.  A  prevailing  color  is  frequently  adopted,  either  for  the 
entire  house  or  for  each  room.  Invitations,  tally  cards,  favors, 
prizes,  playing  cards,  table  covers,  edibles,  etc.,  follow  out  the 
color-plan. 

Strongly-scented  cut  flowers  should  be  used  sparingly,  as  they 
will  cause  the  atmosphere,  if  overheated,  to  become  oppressive. 
Smilax,  airy  asparagus,  trailing  moss  and  Southern  smilax  are 
best  for  twining  purposes,  and  palms  and  ferns  for  backgrounds. 
Appropriate  flowers  for  each  month  will  be  found  under  head 
"Birthday  Parties;"  and  other  decorations  for  special  occasions 
under  the  card  parties  described  herein.  Playing  Cards,  grouped 
artistically,  make  suitable  wall  decorations.  Such  groups  may 
represent  hands  in  the  game  to  be  played.  Thus:  Right  and 
Left  Bower,  Ace,  King,  aad  another  Ace  may  be  marked,  "I  play 
alone;"  three  Nines  and  two  Tens,  "I  pass,"  etc.  Festoons  of 
cards  mounted  on  ribbons  may  be  used  with  tasty  effect. 

The  Tables,  Chairs.— Set  the  tables  in  a  a  circle  or  as 
straight  a  line  as  possible,  that  the  guests  may  the  more  readily 
distinguish  and  reach  the  next  table  to  which  they  are  to  move. 
If  in  a  straight  line,  space  can  be  best  utilized  if  tables  are  set 
thus: 


For  six  and  eight-handed  games,  round  tables  are  best. 
Special  six  and  eight-sided  tables  are  also  made,  and  are  very 
convenient.  Where  a  large  number  of  tables  are  used  they  may, 
to  avoid  confusion,  be  divided  into  sections,  each  section  playing 
independent  of  the  others — using  a  bell  at  head  table  of  one  sec- 
tion, a  whistle  at  another,  etc.  Folding  tables  and  straight- 
backed  chairs  can  generally  be  rented  so  that  all  will  be  alike. 
For  numbering  the  tables,  gummed  figures  may  be  purchased 
from  any  stationer — or  the  numbers  can  be  cut  from  a  large 
calendar. 

Scoring  Devices. — The  most  accurate,  feast  troublesome 
devices  are  those  manufactured  specially  for  scoring.  The  U.  S. 
Self-Scorer  is  especially  adapted  for  a  quick,  accurate  count  of 
games  won. 

It  is  the  only  scoring  tablet  adapted  to  counting  half  games 
and  lone  hands. 

A  good  plan  for  ascertaining  the  final  result  is  to  keep  a  record 
of  the  number  of  games  played,  and  at  conclusion,  if  twentv 
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games  have  been  played,  the  host  asks,  "Has  any  lady  won 
twenty  games?"  If  there  is  no  response,  he  asks  the  same 
question  regarding  nineteen  and   a  half  games;  then   nineteen; 


One  Lone  HaiiYj 

One  Lone  Hand. 

One  Lone  Hand. 
One  Lone  Hand. 
One  Lone  Hand. 


then  eighteen  and  a  half,  etc.,  until  the  one  with  the  highest  score 
responds,  the  gentlemen's  score  being  ascertained  in  the  same  way. 

The  hostess,  if  the  count  is  to  be  made  in  the  regular  way, 
may  make  out  a  list  of  her  guests  and  have  it  handy  when  play 
ceases,  so  that  she  can  put  down  the  final  score  quickly  and  with- 
out confusion. 

The  score  of  the  various  players  should  never  be  announced, 
nor  comparisons  or  comments  be  allowed,  before  play  ceases.  It  is 
not  only  embarrassing  to  the  players  in  the  lead,  but  often  results 
in  nervousness  that  has  its  bearing  on  the  play  and  the  final  result. 

Counters.— For  counting  points  in  Euchre,  a  two  or  three 
spot  can  be  used  for  each  couple,  selecting  cards  with  backs  dif- 
ferent from  those  being  played  with  at  the  table.  Specially-made 
counters  of  celluloid,  cardboard  or  silver,  arranged  for  scoring 
both  games  and  points,  can  be  bought  in  the  shops. 

TaHy  Cards,  etc.— For  scor- 
ing Cinch,  Hearts  or 

other  games  where       ^ _  ^ 

a  record  is  desired  of  /"I -^^" 

the  total  number  of  ,7''' 
points  won  or 
lost    during 
the  playing,  a 
ruled  or  print- 
ed card  should 
be  used,  with  a 
plus  or  minus 
column   for    each    game 
and  programme   pencils 
attached: 

At  the   end  of  the  play, 
the   columns   are  added  and   the 
lesser  amount  substracted  from  the 
greater.     The  result  will   be  the 
net  points  won  or  lost. 


,. ""' 

..- , 

8 
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In  games  with  no  setbacks  (points  lost)  score  cards  may  be 
ruled  and  punched  as  follows: 

Thus,  in  playing  Progressive 
Hearts,  if  at  the  end  of  the  first 
hand,  a  player  has  taken  in  7 
Hearts,  the  hostess  punches  a 
hole  in  the  corner  marked  5,  and 
one  in  2,  making  a  total  of  7. 
Every  player's  card  is  marked 
at  the  end  of  each  hand.  At 
the  end  of  the  play  the  cards 
are  figured  up,  and  the  one  who 
has  taken  in  the  least  Hearts 
wins  the  prize. 

The  Tally  card  sold  by  stationers 
for  punching /)(9m/5  is  convenient: 

In  scoring  half  games  (ties),  a  por- 
tion of  the  tally  card  may  be  ruled  off 
and  used  for  punching  them  exclu- 
sively; or  they  can  be  punched  near  the 
edge  of  the  card  and  torn  out,  so  as 
not  to  conflict  with  whole  punches: 


^ 

•.^-"*^^"" N 

1 

1 

• 
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tioners  or  the  news  companies. 


Or  a  portion  of  the  tally  card 
may  be  ruled  off  for  scoring  lone 
hands.  If  lone  hands  and  half 
games  are  both  scored,  the  latter 
should  be  punched  at  edge  of 
card;  or  a  separate  card  provided 
for  punching  lone  hands  and  one 
for  half  games. 

A  hooded  punch  with  a  com- 
partment into  which  the  punches 
fall,  can  be  purchased  from  sta- 
and  will  save  much  litter. 
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Tally  cards  may  be  varied  in  style^  shape  or  color  to  suit  the 
occasion,  and  may  consist  of  a  single  card  or  a  group,  tied  with 
ribbons  or  silk  cords.  A  fancy-shaped  card  may  be  mounted  on 
a  plain  one  of  contrasting  color,  the  top  card  being  hand-painted 
or  decorated,  and  the  under  card  being  used  to  score  on.  A  third 
card  may  be  added  for  counting  lone  hands.  A  very  pretty  effect 
is  produced  by  using  three  oblong  cards  of  different  colors,  a 
small  one  on  top,  a  large  one  for  the  center  and  a  still  larger  one 
for  the  bottom.  Tally  cards,  hand-painted,  or  decorated  with 
monogram  of  hostess,  small  medallion  photographs,  printed 
announcement,  date,  or  a  suitable  quotation,  are  always  appro- 
priate. White  and  colored  tally  cards  embossed  with  fancy  orna- 
mentation and  lettering  in  designs  appropriate  for  almost  any 
special  occasion,  can  be  bought  "ready-made"  in  the  shops.  A 
novel  idea  is  the  punching  of  as  many  holes  in  the  tally  card 
previous  to  the  play  as  the  hostess  intends  shall  be  played. 
As  a  player  wins  a  game,  a  "Magill  Fastener,"  such  as  are 
obtainable  in  stationery  stores,  is  fastened  in  the  hole  opposite 
that  game. 

Many  odd  and  original  devices  may  be  planned  to  take  the 
place  of  tally  cards.  Pouches  are  frequently  used,  into  which 
various  objects,  at  the  discretion  of  the  hostess,  are  deposited,  to 
indicate  games  won— such  as  small  marbles,  little  sea-shells,  tiny 
trinkets,  toys,  etc.  Candies,  or  animal  crackers  tied  to  ribbons, 
peanuts  painted  and  strung  on  ribbons,  long-stemmed  flowers, 
little  bells  strung  on  ribbons  and  attached  to  tally  card  or  a  ring, 
tiny  black  and  white  dolls  attached  to  strings  or  ribbons — (black 
for  games  won,  and  white  or  half  games  or  lone  hands),  etc.,  are 
applicable  for  scoring.  Wire  bracelets  and  neck-chains  for 
women,  key-rings  and  watch-chains  for  men,  are  often  used. 
Very  large  bright-colored  Venetian  beads  are  strung  upon  them 
for  each  game  won,  with  large  opaque  white  ones  for  games  lost, 
and  black  ones  for  lone  hands.  Pincushions  may  be  used  for 
tallies.  Those  for  the  women  are  about  four  inches  long,  fash- 
ioned of  bright  red  cloth  in  the  shape  of  hearts  and  diamonds. 
Clubs  and  spades  of  black  cloth  are  made  into  small,  flat,  pocket 
pincushions  for  the  men.  Good-sized  china-headed  pins  (white 
for  winners  and  black  for  losers)  are  used  to  record  the  games. 
Another  method  of  scoring  is  to  give  each  player  a  ring  strung  to 
a  ribbon  or  a  wire  bracelet  from  which  are  suspended  a  number 
of  counters  of  any  kind  or  shape  desired.  At  the  end  of  each 
game,  each  defeated  lady  gives  one  counter  to  the  winning  lady 
and  the  defeated  gentleman  one  to  the  winning  gentleman  at  their 
table.  The  prize-winners  are  the  players  having  the  most  count- 
ers at  the  end  of  the  play.  This  idea  can  be  used  for  a  party 
where  a  record  is  desired  of  total  number  of  points  won.    A  large 
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number  of  counters  will  be  needed,  sometimes  fifty  being  neces- 
sary for  each  player. 

Other  scoring  devices  will  be  found  listed  among  the  details  of 
the  card  parties  described  in  this  booklet. 

Ways  for  Finding  Partners.— Where  ladies  and  gentle- 
men play,  the  arrangement  of  the  tally  cards  in  pairs,  so  that  the 
gentlemen  will  have  to  hunt  their  partners,  causes  a  pleasant 
diversion  at  the  beginning  of  the  evening — a  time  which  is  always 
in  danger  of  being  dull.  Thus,  the  gentlemen's  cards  may  be 
marked  with  the  names  of  male  characters,  and  the  ladies'  with 
females— the  gentleman  with  the  Romeo  card  will  have  to  hunt 
his  Juliet, David  Copperfield  his  Dora, Othello  his  Desdemona,etc. 

This  idea  may  be  varied  in  countless  ways.  A  conundrum 
may  be  written  on  the  gentlemen's  cards,  and  the  answers  on  the 
ladies';  or,  the  names  of  books  on  one  and  their  authors  on  the 
other;  or,  one-half  of  a  Mother  Goose  rhyme  on  each;  or  a 
picture  may  be  drawn  on  a  card,  which  is  afterward  cut  in  two, 
one-half  serving  as  a  gentleman's  tally  card,  and  the  other  half  as 
a  lady's ;  or,  half  of  a  well-known  couplet  may  be  used  on  each, 
thus,  "Jack  and  Jill  went  up  the  hill,"  on  one,  and  "To  fetch  a 
pail  of  water,"  on  the  other;  or,  for  a  war  party,  patriotic  coup- 
lets, thus: 

"Oh!  the  star  spangled  banner. 
Oh!  long  may  it  wave" 

on  one,  and  on  its  mate 

"O'er  the  land  of  the  free 

And  the  home  of  the  brave." 

The  names  of  cities  and  their  nicknames  may  also  be  used, 
thus:  Boston,  "The  Hub;"  Philadelphia,  "The  City  of  Homes;" 
Detroit,  "City  of  the  Straits;"  Cincinnati,  "Queen  City  of  the 
West;"  Chicago,  "Windy  City,"  or  "Garden  City;"  Buffalo, 
"Queen  City;"  Cleveland,  "Forest  City;"  Pittsburg,  "Smoky 
City;"  Washington,  "City  of  Magnificent  Distances;"  Mil- 
waukee, "Cream  City;"  New  York,  "Gotham;"  Minneapolis, 
"Falls  City;"  St.  Louis,  "Mound  City;"  San  Francisco,  "Golden 
Gate;"  New  Orleans,  "Crescent  City,"  etc.  Or  the  names  of 
states  and  their  capitals.  Or  paste  on  the  back  of  each  man's 
card  a  paper  flag  of  some  nation,  and  on  the  woman's  the  name 
of  the  country  to  which  it  belongs.  Or  the  name  of  a  country  on 
the  woman's  card  and  the  national  flower  of  that  country  on  the 
man's.  Rosettes  of  baby  ribbon  or  flowers  in  pairs  are  pretty. 
Matching  animal  crackers  always  makes  fun.  For  a  musical 
crowd  write  the  notes  of  a  bar  or  two  of  some  well-known  melody 
on  the  man's  card,  finishing  the  strain  on  the  woman's.  One 
hostess  cut  out  hearts  of  pink  cardboard  and  then  cut  them  in 
two  diagonally,  or  cut  a  hole  out  of  the  middle,  a  slice  off  the  top 
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or  sides,  or  a  zigzag  piece  out,  and  mix  all  the  parts  on  a  tray. 
The  ones  getting  the  pieces  that  made  a  perfect  heart  were 
partners.  At  a  "favor"  card  party  small  articles  or  trinkets  in 
pairs  are  used  for  finding  partners.  Or  cups  and  saucers  of 
different  designs,  the  gentleman  being  given  the  saucer  and  the 
lady  the  cup.  "Ready-made"  tally  cards  are  frequently  strung 
with  two  colors  of  tassels,  one  color  for  lady  and  another  for 
gentleman  players. 

The  Bells.— For  indicating  progressions,  dainty  glass  or 
silver  bells  are  the  most  musical.  Or  large  farm  bells  decorated 
with  ribbons  and  set  in  an  elevated  stand  of  cut  flowers  ana  ferns; 
a  set  of  cathedral  chimes  hidden  in  flowers ;  old-fashioned  cow 
bells  bronzed  and  decorated  with  ribbons ;  tin  horns  and  whistles 
of  various  kinds  and  sizes ;  gongs,  drums,  etc.,  may  be  utilized. 
Where  rapid  Euchre  is  played,  a  very  pretty  idea,  and  one 
easily  carried  out,  especially  where  all  the  tables  are  in  one  room, 
is  to  suspend  a  large  bell,  garlanded  or  concealed  with  flowers 
and  draperies,  from,  the  chandelier.  Broad  ribbons  of  various 
colors  are  fastened  to  the  bell  and  run  to  the  ceiling  over  each 
table,  with  a  loose  end  hanging  down  to  within  reach  of  the 
players.  The  first  table  scoring  necessary  points  pulls  the  ribbon 
and  rings  the  center  bell. 

Prizes.— The  diversity  and  richness  of  the  prizes  must  be 
left  to  the  discretion  of  the  hostess  and  the  custom  of  the  friends 
with  whom  she  associates.  The  aim  should  be  for  novelty  and 
daintiness  rather  than  ostentatious  display.  If  the  hostess  is 
gifted  with  needle  or  brush,  dainty  favors  can  be  made  that  will 
prove  doubly  acceptable. 

Prizes  should  be  neatly  wrapped  in  tissue  paper  and  tied  with 
ribbon.  There  is  a  certain  "pleasure  of  anticipation"  to  both  the 
fortunate  winner  and  the  onlookers  in  the  untying  of  a  neat, 
dainty  package.  If  more  than  one  prize  is  given  and  they  are  of 
a  character  that  can  be  displayed,  it  is  not  considered  amiss  to 
allow  the  winner  to  make  his  choice  from  among  the  prizes 
offered,  the  next  highest  having  second  choice,  etc. 

Booby  or  consolation  prizes  should  be  given  with  great  discre- 
tion. It  is  kindlier  not  to  call  attention  to  an  unfortunate  lack  of 
success.  If  given,  they  should  be  some  little  ornament  or  memento 
as  consolation,  or  something  to  create  merriment.  A  silver- 
mounted  rabbit's  foot  is  appropriate,  with  a  wish  for  better  luck 
next  time;  or  a  bottle  of  catsup,  labeled  "Try  to  Catch  Up;"  a 
lighted  candle,  labeled  "A  Little  More  Light  on  the  Subject ;"  a 
candelabrum  on  which  is  engraved : 

"Wiih  love  I  give  this  gift  to  thee, 
As  from  your  play  I  know  you  need 
\  little  more  light  on  the  game." 
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Shoe-shaped  novelties,  labeled  "Always  at  the  Foot ;"  a  book  on 
"Card  Games,  and  How  To  Play  Them  ;"  a  little  toy-size  pack 
of  cards,  etc. 

A  tew  suggestions  for  prizes  and  favors : 


FOR   LADIES. 


Toilet  Table,  Desk,  or  Work  Basket 

Accessories. 
Cut-glass   Vase,  Bonbon   Dish, 

Cracker  Jar,  Viniagrette,  Perfume 

Bottle,   Boxes,  or  Lavender  Salts 

Bottle. 
Dresden,  Delft,   Rookwood,  Teplitz, 

Japanese,  or  Bisque  Articles. 
Souvenir  Spoons. 
Comb  and  Brush  Tray. 
Sofa  Pillow. 
Handsome  Fan. 

Pack  of  Fortune-telling  Cards. 
Leather  or  Silver  Jewel  Case. 
Necessaire  Set. 


Box  of  Bonbons. 

Fancy  Pincushions. 

Embroidery  or  Sewing  Set  in  Case. 

Pierced-silver  Heart  Bonbon  Dish. 

Card-case,  Chatelaine  Bag  or  Purse. 

Boa  or  Muff  Holder. 

Heart,  Diamond.  Spade  or  Club  Pin 

Tray. 
Heart-shape  Silver  Candlestick. 
Brooches,    Hat    Pins.    Stick  Pins, 

Pendants,    Belt    Pins,    Lockets, 

Bracelets,  Chains. 
Heart-shape    Almond    Set    in     Silk 

Case. 


FOR  GENTLEA\EN. 


Club-shape  Cigar  Rest  and  Ash 
Receiver. 

Pair  of  Ebony  or  Silver  Military 
Brushes. 

Gold  or  Silver  Mounted  Silk  Fob 

Den  Novelties. 

Scarf  Pins. 

Sleeve  Links. 

Tie  Clasp. 

Cuff  Buttons. 

Collar  Button  Box, 

Paper  Weight  and  Clock  combined. 

Match    Box. 

Silver  Penwiper,  Ink  Eraser,  Stamp 
Box,  Book  Mark,  Letter  Clip, 
Blotter,  Paper  Knife,  Ink  Well,  Pen 
Holder,  Knife,  Bill  File,  Court  Plas- 
ter Case  or  Whistle. 

Silver  or  Cut-glass  Flask. 


Leather  Jewel    Case    with  compart- 
ments for  Scarf  Pins,  Sleeve 
Buttons  and  Studs. 

Umbrella  Straps  with  Silver  Buckles. 

Silver  or  Burnt  Wood  Necktie 
Holder. 

Golden  Copper  Ash  Tray  with  heart, 
diamond,  club  or  spade  of  silver 
in  bottom. 

Leather  Bill  Roll  and  Card  Case. 

Handsome  Steins  and  Pipes. 

Leather  Traveling  Case. 

Pocket  Letter  Case,  leather. 

Smokers'  Articles. 

Silver  or  Copper  Sponge  Cup 
for  desk. 

Diamond,  Heart,  Club  or  Spade  Key- 
ring with  Chain. 


FOR   LONE    HANDS. 


Books. 

Framed  Pictures. 

Address  Book. 

Collapsible  Cup  in  Leather  Case. 

Pen  Tray. 

Pocket  Cribbage  Board. 

Perpetual  Calendar. 

Twine-ball  Holder. 

Photograph  Frame. 

Silver  Mucilage  Bottle. 

Memorandum  Book. 

Pocket  Silver  Whist  Markers. 

Pack  of  "Stage"  Cards. 

Hooded  Tally  Punch. 


Box  of  Stationery. 

Handkerchief  Box  or  Sachet. 

Silver  Envelope  Moistener. 

Leather  Playing  Card  Case. 

Loving  Cup. 

Silver  or  Glass  Bell. 

Set  of  Card  Counters. 

One  or    more   Packs  of    Handsome 
Playing  Cards. 

Duplicate  Whist  Set. 

Queen   of  Clubs   or   King   of  Clubs 
Bonbon  Spoon. 

Celluloid  Duplicate  Whist  Score- 
tablet. 
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Favors.— The  giving  of  favors  to  each  guest  instead  of 
prizes  to  the  winners  only,  is  a  pretty  innovation.  Potted  or  cut 
flowers  are  popular  for  this  purpose,  but  favors  can  be  selected  in 
as  great  variety  as  prizes.  One  hostess  put  up  her  favors  in  all 
sorts  of  odd  shaped  packages,  and  allowed  each  guest  in  turn  to 
select  from  them.  The  opening  of  the  packages  created  much 
amusement. 

The  Luncheon.— In  the  matter  of  refreshments  almost 
unlimited  scope  is  allowed.  Forenoon  parties  are  followed  by  a 
lunch,  while  the  luncheon  either  precedes  or  follows  an  afternoon 
or  evening  party,  or  a  dinner  party  is  followed  by  cards.  In 
some  sections  Whist  breakfasts  are  popular,  with  a  luncheon  at 
ten  o'clock,  and  a  game  of  Whist  after  it,  or  the  card  playing 
first  with  lunch  at  noon.  Light  lunches  are  generally  preferred 
for  card  parties,  the  idea  being  to  make  the  card  playing  the 
prominent  feature,  and  the  lunch,  etc.,  merely  accessories.  The 
use  of  bonbons  or  candies  at  the  card  tables  during  play  is  pop- 
ular with  many.  Yet  it  should  be  remembered  that  the  principal 
success  of  a  card  party  is  the  use  of  handsome,  highly-polished 
cards,  and  that  candy  and  good  playing  cards  are  natural  enemies. 
Salted  almonds  or  peanuts  are  much  better.  If  punch,  lemon- 
ade or  grape  juice  is  served  during  the  play,  the  waiter  should  be 
instructed  to  wait  and  take  the  glasses,  so  that  they  will  not 
touch  the  tables. 

MENUS, 
(l).     lured: 

Salpicon  of  Fruit  with  Maraschino. 

Bisque  of  Tomato.  Warm  Rolls. 

Broiled  Lobster,  garnished  with  head  and  claws. 

Stuffed  Red  Peppers.  Finger  Wafers. 

Sweetbread  Patties  in  red  paper  cases. 

Red  Vegetable  or  Tomato  Salad.  Cheese  Canapes. 

Frozen  Cherries.        Small  Red-iced  Cakes. 

Red  Bonbons. 

Coffee.  Chocolate. 


(2).     In  yellow: 

Oyster  Cocktails,  served  in  lemon  cups. 

Brain  Croquettes.  Deviled  Eggs. 

Small  Beaten  Biscuit.  Rolled  Wafers,  yellow  ribbon. 

Waldorf  Salad,  in  yellow  apple  cup. 

Frozen  Lemon  Custard. 

Yellow  Bonbons. 

French  Coffee,  with  yellow  whipped  Cream. 
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(3).     For  a  violet  lunch: 

Violet-colored  Hard-boiled  Eggs,  in  shell,  served  on  lettuce  leaf. 
Celery  Mayonnaise,  in  violet  papers. 

Rolled  Sandwiches,  tied  in  violet  ribbons. 
Violet  Russe.  Sponge  Cake. 

Violet  Punch. 


(4).     In  pink: 

Pink  Bread  and  Lettuce  Sandwiches. 

Shrimp  Salad.  Pim-olas. 

Pink  Fruit  Jelly  or  Ice  Cream,  in  pink  paper  cases. 

Pink  Kisses  and  Fancy  Cakes. 

Pink  Bonbons. 

Coffee. 


( 5 ) .     In  pink  and  green : 

Clam  Cocktails,  in  glasses  tied  with  Lilies  of  the  Valley,  Smilax 

and  green  gauze  ribbon. 

Wafers,  covered  with  paste  of  Sardines  and  Mayonnaise. 

Grape  Juice  Bouillon.  Plain  Wafers. 

Creamed  Whitefish,  in  pink  paper  cups,  set  in  Smilax, 

with  Caviare  Sandwiches. 

Quail  (on  wheelbarrows  made  of  slices  of  lemon  and  toothpicks), 

with  Mushrooms,  Hot  Rolls  and  Peach  Jelly. 

Mint  Ice,  in  candy.  La  France  Rose. 

Salad  of  Mixed  Nuts  and  Candied  Fruits,  with  a  thick 

cream  Sherry  Dressing. 

Vanilla  Wafers.  La  France  Ice  Cream. 

Cakes,  with  La  France  Buds  and  Lilies  of  the  Valley,  in  icing. 


(6).    See  St.  Patrick's  Party  for  green  menu. 


(7).     Bachelor^ s  choice : 

Oysters,  in  block  of  ice. 

Celery.        Stuffed  Olives.        Salt  Wafers.        Olives. 

Cold  Meats. 

Pate  de  foie  gras  Sandwiches.  Rare  Beef  Sandwiches. 

Sai^-'^d  Nuts.  Cheese.  Tenderloin  Sal'<d. 

Coffee. 
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(8) .     A  cold  supper : 

Iced  Consomme. 

Celery.        Salted  Wafers. 

Deviled  Crabs.  Brown  Bread  Sandwiches. 

Cold  Meats. 

Saratoga  Potatoes.     Currant  Jelly.     Brandied  Peaches. 

Stuffed  Tomatoes.  Chicken  Salad. 

Cheese.        Toasted  Crackers. 

Cantaloupe  Baskets. 
Fruits.        Crystallized  Candies. 


(9) .     For  various  occasions : 

Chicken  Salad.  Lettuce.  Sandwiches, 

Coffee. 
Ice  Cream.        Cake. 


(10). 

Bouillon. 
Salad.  Olives,  in  crushed  ice. 

Crackers.  Rolls.  Salted  Nuts. 

Bonbons.  Tea  Punch.  Fancy  Cakes. 

Ices,  in  Heart,  Diamond,  Spade  and  Club  shapes. 


(II). 


Chicken  and  Nut  Salad. 

Crescents.        Cheese  Straws.        Coffee. 

Neapolitan  Ice  Creams.  Fairy  Wafers. 


(12) 


Blue  Points,  in  cracked  ice. 

Baked  Squab.  Mushrooms. 

Green  Peas.  Asparagus  Tips,  in  cream. 

Cucumbers. 

Strawberry  Mousse. 


(13). 

Oyster  Rarebit. 

Lobster  or  Chicken  Salad.  Russian  Sandwiches. 

Potatoes,  au  Gratin. 

Olives.  Celery. 

Oranges,  French  style. 

Coffee.  Chocolate. 


Recipe  for  Claret  Punch  for  Serving  at  Tables  During  Play:  The 
juice  of  two  dozen  lemons;  half  dozen  oranges;  two  pounds  sugar;  one  pint  of 
rum  ;  one  quart  of  claret  and  three  quarts  of  water.  Keep  well  iced  and  serve  in 
sherbet  cups,  with  handles. 


20  ENTERTAINING  WITH  CARDS. 


Progressive  Play 


Progressive  play  at  cards  consists  of  a  series  of  partnership 
games,  in  which  the  partners  change  at  the  end  of  each  game,  it 
is  played  at  three  or  more  tables,  numbered  Table  No.  i  (or  head 
table),  Table  No.  2,  Table  No.  3,  etc.,  four  players  (partners)  at 
a  table.    The  last  table  is  called  the  foot  or  booby  table. 

Before  the  beginning  of  play,  the  hostess  provides  a  suitable 
device  for  keeping  record  of  the  games  won  by  each  player,  and 
by  which  each  player  will  be  assigned  to  his  proper  position  at 
the  table  where  he  will  begin  playing.  Thus:  "i  A"  indicates 
that  the  player  will  begin  at  table  No.  i,  head  couple  ;  "i  B," 
Table  No.  i,  side  couple,  etc.  Scoimg  devices  for  ladies  and 
gentlemen  should  be  of  different  color,  or  bear  other  distinguish- 
ing marks.  Prizes  for  the  best  and  poorest  (booby)  players, 
most  lone  hands,  etc.,  are  provided  at  the  discretion  of  the  host- 
ess. The  game  begins  simultaneously  at  all  the  tables  at  a  signal 
given  by  the  hostess,  or  by  tapping  a  bell  at  Table  No.  i.  Cut 
for  deal  at  each  table,  low  dealing,  Ace  being  low.  After  the  first 
game,  the  "visiting"  (progressing)  lady  usually  deals,  except  in 
Rapid  Euchre,  where,  to  save  time,  the  remaining  lady  deals. 

Scoring.— The  score  of  any  progressive  game  can  be  kept  by 
the  number  of  games  won  during  the  play,  or  by  the  total  number 
oi  points.  (See  Scoring  Devices,  pages  1 1-12-13.)  In  Euchre, 
five  points  is  generally  considered  a  game  (some  players  prefer 
seven,  especially  in  Rapid  Euchre),  and  the  play  continues  until 
that  number  has  been  reached  at  head  table.  The  other  tables 
in  the  meantime  may  have  played  more  or  less  than  the  given 
number  of  points.  All  play  immediately  ceases,  however,  when 
the  bell  at  Table  No.  i  is  tapped  to  indicate  that  the  game  is  fm- 
ishedo  In  full-handed  games,  such  as  Her.rts,  Cinch,  Progress- 
ive Whist,  etc.,  one,  two  or  four  deals  may  be  played  out  before 
progressing.  Or  a  certain  number  of  points  may  be  played  at 
each  table— (Whist,  generally  7  or  10 ;  Cinch,  21  or  32).  The 
players  at  each  table  play  out  their  hands,  count  points  won,  and 
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score  same,  and  then  remain  inactive  until  a  signal  announces 
that  all  the  players  are  ready  to  move.  Or  each  table  may  be 
provided  with  a  bell,  and  the  bell  rung  at  table  first  scoring  given 
number  of  points ;  play  in-  mediately  stops,  the  partners  having 
the  most  points  on  the  last  hand  scored,  progressing. 

Methods  for  Progressing.— The  winners  at  each  table 
move  up  to  the  next  table  (toward  Table  No.  i).  The  losers 
remain,  exchanging  partners  with  the  pair  coming  to  the  table. 
At  Table  i,  the  winners  retain  their  seats,  and  the  losers  go  to 
foot  table  (or  vice  versa,  at  the  discretion  of  the  hostess).  In 
some  circ  es  the  winners  at  Table  i  exchange  partners  with  the 
new  comers  at  that  table. 

Another  plan  for  progressing  is;  After  each  game  let  the 
winning  lady  move  up  one  table  (at  Table  i  down  to  lowest 
table),  and  winning  gentleman  down  one  table,  (at  lowest  table 
up  to  Table  i),  or  vice  versa.  The  losers  remain  at  each  table, 
but  play  against  each  other  on  the  next  deal.  Or  the  winning 
lady  may  move  up  and  the  losing  gentleman  down,  the  losing 
lady  and  winning  gentleman  remaining  at  the  table  and  playing 
as  partners  on  the  next  deal.  Or  have  the  gentlemen  move 
toward  the  head  table,  the  ladies  remaining  seated.  To  avoid 
fatigue,  this  may  be  reversed  during  one-half  the  evening,  the 
ladies  progressing  and  the  gentlemen  remaining  seated. 

In  another  method  the  same  partner  is  retained  throughout 
the  playing:  After  each  deal,  the  East  and  West  pairs,  each 
move  up  one  table  (i.  e.,  to  the  next  lower  numbered  table,  at 
Table  i  to  the  highest  numbered  table),  the  North  and  South 
pairs  retaining  their  seats.     Cut  for  the  deal  at  each  change. 

Under  the  preceding  method  the  pairs  sitting  the  same  way  at 
the  table  do  not  play  against  each  other.  When  it  is  desired  that 
each  pair  should  play  against  every  other  pair,  the  following  plan 
may  be  employed :  Let  the  North  and  South  pair  at  Table  i  act 
as  a  pivot,  retaining  their  seats  throughout  the  session.  Let  all 
the  other  North  and  South  pairs  move  up  one  table  after  each 
deal,  retaining  North  and  South  seats  until  they  reach  Table  i ; 
when,  as  the  North  and  South  seats  are  already  occupied  by  the 
pivot  pair,  the  coming  pair  take  East  and  West  seats.  The  East 
and  West  pairs,  after  each  deal,  move  down  one  table,  except  at 
the  lowest  table,  where  they  exchange  for  the  North  and  South 
seats  at  the  same  table.     Cut  for  deal  at  each  change. 

Rules.— In  general,  the  laws  of  four-handed  play  apply. 

Ties  may  be  decided  by  cutting,  or  where  games  won  are 
scored,  one-half  game  may  be  scored  for  each  player  in  case  of 
a  tie. 

In  case  of  a  tie  in  the  final  score  for  prizes,  the  tied  players 
shall  play  one  game  (or  hand)  to  decide  the  score. 


22 


ENTERTAINING  WITH  CARDS. 


Or,  if  agreed  upon,  they  may  cut,  high  winning. 

In  case  four  players  are  tied  and  play  off  for  the  prize,  they 
play  as  individuals,  not  as  partners.  If  one  of  the  players  takes 
in  all  five  tricks  it  scores  three,  not  four  points. 

In  case  a  second  prize  is  offered,  and  two  players  are  tied  for 
first  prize,  the  defeated  player  on  the  play-off  (or  cut)  is  entitled 
to  the  second  prize.  If  three  or  more  players  are  tied,  the  high- 
est score  on  the  play-off  (or  highest  card  on  the  cut)  takes  the 
first  prize  ;  next  highest,  the  second  prize. 

In  case  of  a  tie  for  booby  prize,  the  defeated  player  (or  lowest 
cut)  wins  the  prize. 

If,  due  to  an  unequal  number  of  ladies  and  gentlemen,  a  lady 
should  play  in  a  gentleman's  place,  she  is  considered  a  contestant 
for  the  ladies',  not  the  gentlemen's  prize,  or  vice  versa. 

In  case  the  players  can  not  be  divided  into  an  equal  number 
to  play  all  four-handed  tables,  at  the  last  table  may  be  played  a 
two  or  three-handed  game.  In  this  case  two  players  progress, 
but  only  the  one  having  the  most  points  scores,  except  in  case 
of  a  tie  in  a  three-handed  game,  when  both  score.  The  rules  for 
two  or  three-handed  games  apply  at  this  table.  A  very  good  rule 
is  to  allow  no  guest  to  remain  at  the  three-handed  table  more  than 
two  games,  allowing  them  to  progress  after  the  second  game, 
•whether  winning  or  not. 
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Points  on  Conducting  a  Large  Euchre. 

The  following  suggestions  may  be  of  assistance  in  arranging 
for  a  large  Euchre — modifications  being  made  to  suit  the  number 
of  players,  size  and  shape  of  room,  etc.  For  such  an  occasion 
a  hotel  usually  offers  more  conveniences  than  a  hall,  and,  in 
contracting  for  same,  light,  heat,  dressing  rooms,  maids,  chairs 
and  tables  should  be  included. 

Tickets  for  a  public  Euchre  are  usually  issued  not  less  than 
three  weeks  in  advance,  the  price  varying  to  suit  the  occasion. 

The  tables  and  chairs  for  the  players  should  be  arranged  in 
straight  rows,  whenever  possible,  progression  being  down  one 
row  and  up  the  next  This  style  of  progression  and  arrangement 
is  indicated  on  the  accompanying  chart,  which  shows  a  layout 
for  256  players. 

To  facilitate  arrangements,  the  following  committees  may  be 
appointed  to  advantage : 

First  Committee— three  members— On  Halls. 

This  committee  to  make  all  arrangements  for  hotel,  tables, 
chairs,  cards,  score  cards,  etc.  They  should  have  super- 
vision of  the  chairs  and  tables,  see  that  the  playing  cards 
are  properly  assorted  and  placed  on  the  tables,  etc.  They 
should  also  collect  the  playing  cards  immediately  after  the 
play,  with  the  aid  of  such  assistants  as  is  necessary. 

Second  Committee— three  members— On  Tickets. 

This  committee  should  arrange  for  the  printing  of  the 
tickets,  stamp  or  sign  them,  place  them  on  sale  in  various 
places,  keeping  strict  account  of  where  placed,  and  with 
whom,  collect  tickets  turned  in  after  the  Euchre  and  turn 
them  over  to  the  Treasurer. 
THIRD  COMMITTEE— three  members— ON  PRIZES. 

This  committee  should  solicit  or  purchase  prizes,  select 
from  those  secured  the  handsomest  and  most  expensive  for 
head  prizes,  and  distribute  the  balance  for  minor  prizes. 

If  the  Euchre  is  given  for  a  charitable  purpose,  prizes  may  be 
solicited  from  the  local  stores,  these  being  added  to  from  the 
expense  fund,  if  necessary. 

If  gentlemen  are  to  play,  an  equal  number  of  prizes  should  be 
given  for  gentlemen  and  ladies. 

A  good  plan  for  displaying  prizes  is  to  arrange  a  row  of  tables 
across  the  head  of  the  room— one  in  the  center  for  the  head  prizes 
and  one  at  the  head  of  each  row  of  tables  for  the  minor  prizes 
(see  chart).  The  prizes  on  the  table  in  the  center  are  then  awarded 
to  the  players  in  any  part  of  the  room  having  the  highest  scores, 
while  the  prizes  on  the  tables  at  the  head  of  each  row  of  the 
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Progression  starts  from  head  of  room  to  the  foot,  prog-ressinfj  in  a  circle  from 
table  No.  16  to  table  No.  1,  as  denoted  by  arrow.  There  is  no  head  table — seats 
are  taken  according  to  choice  of  quests,  and  when  the  game  is  concluded,  prize 
winners  are  allotted  prizes  from  the  table  at  the  head  of  the  aisle  In  which  they 
are  seated  when  the  game  ends.  24 
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playing  tables  are  given  to  the  players  having  the  highest  scores 
in  that  row  (at  the  end  of  the  last  game).  Prizes  are  distributed 
in  the  different  aisles  by  the  ladies  who  have  charge  of  those 
aisles  during  play. 

A  Manager  (with  power  to  appoint  an  Assistant  Manager) 
should  be  appointed  to  have  supervision  of  all  arrangements, 
committees,  etc.  A  Treasurer  should  also  be  appointed  to  have 
charge  of  the  funds,  and,  if  any  corresponding  is  necessary,  a 
Secretary  may  also  be  appointed. 

The  Manager  should  stand  in  as  central  location  as  possible 
(see  chart),  and  announce  the  beginning  and  end  of  the  games. 
The  Assistant  Manager,  or  Treasurer,  may  have  charge  of  the 
door  and  of  any  money  taken  in  at  same. 

The  Manager,  Treasurer  and  Secretary  should  act  as  auditors 
of  tickets  and  accounts. 

Guests  may  select  any  table  in  any  aisle  at  which  to  begin 
play.     There  is  no  head  table. 

When  the  guests  are  assembled  ready  for  play,  the  ladies  in 
charge  of  the  aisles  should  each  report  to  the  Manager  that  all  the 
tables  in  their  aisle  are  filled.  The  Manager  should  then  read  the 
rules  governing  the  games,  explaining  distinctly  just  how  long 
each  game  is  to  last,  how  progressions  are  to  be  made,  how  prizes 
are  to  be  awarded,  how  ties  are  to  be  decided,  whether  or  not  lone 
hands  are  to  be  scored  or  permitted,  whether  or  not  half  games  are 
to  be  scored,  whether  the  first  deal  of  each  game  is  to  be  decided 
by  cutting  or  otherwise,  whether  losers  or  winners  progress, 
whether  ladies  playing  in  the  place  of  gentlemen  or  gentlemen 
playing  in  the  place  of  ladies  are  entitled  to  the  prizes  for  their  own 
or  opposite  sex,  etc.  These  rules  should  be  arranged  by  committee 
No.  I,  and  should  be  plain,  clear  and  distinct. 

After  the  rules  are  read  a  bell  may  be  tapped  or  whistle  blown 
to  indicate  that  play  is  to  begin.  A  good  plan  is  to  allow  the  games 
to  last  seven  minutes  each,  at  the  end  of  which  time  a  bell  or 
whistle  is  again  sounded  to  indicate  progression.  When  all 
progressions  have  been  made  and  games  scored,  the  bell  or 
whistle  is  again  sounded  for  beginning  the  second  game,  and 
so  on  throughout  the  evening.  If  seven  minutes  are  allowed  for 
a  game,  12  games  may  be  easily  played,  allowing  sufficient  time 
for  progressions  and  scoring  between  each.  At  the  conclusion  of 
the  last  game,  guests  should  be  requested  to  remain  seated  and 
absolutely  quiet,  to  avoid  confusion  until  after  the  prizes  are 
awarded.  The  Manager  then  asks  those  present  who  have  won 
12  games  (or  the  total  number  of  games  played)  to  stand  up  and 
come  forward  to  the  head  prize  table.  If  no  one  has  won  twelve 
games,  the  Manager  asks  if  anyone  has  won  eleven  games;  then 
those  having  won  ten  games  are  called  for,  the  prizes  being 
awarded  to  each  before  the  next  number  is  called  for. 
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A  good  plan  to  decide  ties  for  prizes  is  to  have  the  tied 
contestants  for  each  prize  draw  from  numbered  slips,  laid  face 
downward  on  the  table.  Thus,  if  there  are  four  contestants  for 
the  prize,  the  slips  should  be  numbered  i,  2,  3  and  4,  and  should 
be  thoroughly  mixed  up  and  laid  face  downward,  each  contestant 
in  turn  drawing  one,  No.  i  being  awarded  first  choice  or  prize,  etc. 

The  general  or  head  prizes  should  be  awarded  first  to  the 
players  in  the  entire  room  having  won  the  most  games,  after 
which  the  prizes  in  each  row  of  tables  are  awarded  to  the  highest 
remaining  scores  in  such  row — each  row  being  taken  up  in  turn. 

The  following  rules  may  be  found  of  service,  being  modified  to 
suit  the  occasion: 

RULES. 

Each  game  will  begin  and  end  at  the  blowing  of  the  whistle, 
and  continuing  exactly  seven  minutes.   There  is  no  head  table. 

Ladies  cut  for  deal.    Low  deals — Ace  being  low. 

After  the  first  game,  the  deal  passes  to  remaining  lady  (the 
lady  who  has  failed  to  progress). 

Players  must  continue  playing  and  counting  points  until  the 
seven  minutes  are  up  and  the  whistle  blown;  then  the  cards  must 
be  instantly  laid  on  the  table,  and  the  two  who  are  winners  progress 
and  score,  moving  to  the  table  next  highest  in  number. 

If  a  tie,  all  four  count  a  half  game,  and  the  partners  who  score 
their  points  first  progress. 

There  will  be  no  lone  hands. 

Partners  can  assist. 

Ladies  playing  as  gentlemen  contest  for  the  ladies'  prizes,  and 
vice  versa. 

At  the  conclusion  of  the  last  game,  which  will  be  announced 
by  the  Manager,  guests  must  keep  their  seats  until  the  prizes 
are  awarded. 

Prizes  won  are  given  out  from  the  table  at  the  head  of  the 
aisle  at  which  the  winner  concluded  his  or  her  last  game. 

Two  short  blows  of  the  whistle  during  the  games  are  intended 
to  call  the  attention  of  players  to  some  explanation. 

The  U.  S.  Self  Scorer  for  Progressive  Games  will  readily  facilitate 
an  accurate  and  prompt  scoring  of  games  as  they  are  won.  It  consists 
of  a  specially  arranged  tablet  for  each  table.  The  top  leaf  of  each 
tablet  is  torn  off  at  the  end  of  every  game  and  given  to  the  winners 
thereof.  If  a  half  game  is  to  be  scored,  the  leaflets  are  torn  in  two, 
cornerwise,  and  divided  among  all  the  players  at  the  table.  A  neat 
pocket  or  pouch  is  provided  each  player  for  holding  these  leaflets. 
This  system  ot  scoring  is  automatic,  and,  hence,  does  away  with 
necessity  of  extra  persons  to  register  the  score. 


ENTERTAINING  WITH  CARDS.  27 

A  Patriotic  Card  Party. 

Invitations  and  tally  cards  may  be  of  red,  white  and  blue 
cards  overlapping,  or  shaped  like  Uncle  Sam's  hat  with  band 
of  red,  white  and  blue,  or  with  a  miniature  flag  as  top  leaf.  For 
decorations:  Flags,  national  buntings,  Manila  ropes,  American 
flowers  and  foliage,  patriotic  paper  garlands  and  crepe  paper= 

A  novel  idea  for  finding  partners  is  to  use  medium-sized  fire- 
crackers. Empty  of  contents  and  slip  within  each  half  of  some 
quotation,  written  in  blue  ink  on  white  paper  and  labeled,  "A 
Patriotic  Squib."  Glue  to  it  a  red  string  and  allow  to  project. 
The  gentlemen  will  find  their  partners  in  the  ladies  having 
the  other  half  of  their  couplets.  Under  the  heads,  "Flag," 
"Country"  and  "Patriotism,"  any  quotation  book  will  supply  a 
wealth  of  verses  suitable  for  this  use. 

A  drum  manipulated  by  a  juvenile  Uncle  Sam  may  be  used 
instead  of  a  bell.  For  prizes,  any  patriotic  emblem— a  silk  flag, 
sofa  pillow;  candy  boxes  filled  with  sweets,  in  Columbia-shield 
shape.  Uncle  Sam's  hat  or  paper  drums,  or  made  of  silk  or  paper 
flags.  Flag  paper  napkins  and  lunch  cloths  are  appropriate. 
The  sandwiches  may  be  tied  with  national  ribbons  and  the  salad, 
served  in  Columbia-shield  cases.  The  ice  cream  in  brick  form 
may  be  red  and  white  striped  with  a  blue  star  in  the  corner. 
Patriotic  cases  for  bonbons  and  charlotte  russe  are  to  be  found  in 
the  shops.  Military  Euchre  may  be  played.  The  Patriotic 
George  and  Martha  Washington  playing  cards.  Congress  brand,, 
should  be  used. 

Washington's  Birthday  Party. 

A  small  silhouette  or  sketch  of  Washington  may  be  on  the 
invitations,  with  the  following: 

"Come,  ye  dames  of  hig-hest  station, 
Come,  ye  maidens  young  and  fair; 
Lend  your  beauty. 
Lend  your  graces, 
Flashing  eyes, 
Bepowdered  hair; 
Lend  your  wit,  your  smiles,  your  laughter, 
Beauty  spots  and 
Dimples  rare, 
'Tis  the  nation's 
Father's  birthday; 
Patriot  dames  and  maids  be  there." 

Colonial  costumes  and  colonial  or  patriotic  decorations  are 
appropriate.  The  tally  cards  may  be  painted  to  represent  big 
red  cherries.  Or  paper  hatchets  may  be  used  with  red  and  blue 
stars  for  scoring.  The  playing  cards  should  be  George  and 
Martha  Washington  designs,  Congress  brand 
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An  effective  center  piece  for  the  refreshment  table  is  a  minia- 
ture tree  laden  with  artificial  cherries.  In  a  gash  in  the  tree  place 
a  tiny  hatchet.  The  menu  may  include  cherry  punch  and  ices, 
brandied  and  conserved  cherries  for  garnishing,  hatchet-shaped 
sandwiches,  salad  in  cocked  hats,  etc.  For  prizes,  silhouettes  or 
portraits  of  George  and  Martha  Washington,  a  burnt-wood 
photo  frame  or  fruit  bowl  decorated  with  cherries,  hatchet  candy 
boxes,  Martha  Washington  plate;  or  in  silver,  a  copy  of  the 
Washington  candlesticks,  sugar  bowl,  cream  pitcher,  salt  cellar, 
tray,  sleeve  buttons  or  sword. 

An  Indian  Card  Party. 

(POW-WOW   PARTY.) 

Invitations  and  tally  cards  may  be  printed  or  written  on  birch 
bark  or  paper  imitations  of  same,  or  on  paper  cut  into  the  shape 
of  tomahawks,  tepees,  etc,  and  may  be  hand-painted  if  desired. 
Decorations  should  be  Indian  blankets  (as  portieres,  couch 
covers,  and  mantel  draperies),  Indian 
rugs,  baskets,  tomahawks,  bows  and 
arrows,  war  clubs,  chromos,  colored 
photographs,  clay  or  papier  mache, 
Indian  heads,  placques  and  busts,  etc., 
any  of  which  would  make  suitable 
prizes.  A  miniature  wigwam  made  of 
blankets  in  an  out-of-the-way  corner, 
adds  effectiveness.  Footman  and 
maids  may  be  dressed  in  Indian  cos- 
tumes made  of  burlap  with  bright 
colored  trimmings  and  fringes.  Or 
the  guests  may  be^invited  en  costume. 
Vaseline  rubbed  on  the  face  and  dusted 
with  cocoa  gives  the  proper  Indian 
complexion,  with  a  little  rouge  for  the 
cheeks.  For  scoring  the  games,  each 
guest  may  be  given  a  little  Indian 
basket,  into  which  bright  colored  beads  are  dropped;  or  a  head 
band  into  which  a  feather  is  stuck  for  each  game  won  (a  narrow 
elastic  fastened  around  the  headpiece  'at  intervals  with  thread, 
will  hold  the  feathers  in  position);  or  a  tally  card  with  small 
Indian  pictures  attached,  or  a  little  painted  "scalp"  for  games 
won.  Rookwood  Indian  and  Sitting  Bull  playing  cards  (Congress 
brand)  should  be  used.  The  luncheon  may  include  tiny  wig- 
wams of  chocolate  ice  cream,  molded  cone-shape  with  three  tooth- 
picks spreading  from  the  top,  jelly  or  chicken  aspie  in  Indian  corn- 
shape,  salad  cases  decorated  with  tiny  tomahawks,  etc. 


fiookwood  Indian  Back.      "Congress." 


Enthrtain'ing  with  Cards. 
A  Colonial  Card  Party. 


29 


(MILITARY    EUCHRE.) 

Invitations  and  tally  cards  may  have  water  color  sketches  in 
minuet,  hanging  of  the  crane,  candle,  spinning  wheel,  patriot,  or 
other  colonial  designs.  Guests  may  be  asl<ed  en  costume.  Decor- 
ations should  be  patriotic,  in  continental  blue  and  buff,  or  should 
imitate  an  old-time  colonial  interior.  Lights  should  be  from  old- 
fashioned  candles  and  open  fires,  with  an  old-time  kettle  hanging 


A   COLONIAL   PARTY. 

in  front  on  a  crane.  A  spinning  wheel  manipulated  by  a  lady  in 
colonial  costume  will  add  to  the  effectiveness.  At  one  party  the 
gentlemen  were  taken  into  the  secret  and  invitations  extended  to 
the  ladies  only.  After  all  had  assembled,  there  was  a  war- 
whoop  on  the  outside,  the  doors  burst  open,  and  the  men  dressed 
up  as  Indians  came  trooping  in.  A  large  "Liberty"  bell  (with 
a  painted  crack  in  it),  gayly  decorated  with  ribbons  and  set  in  an 
elevated  stand  of  flowers  and  ferns,  may  indicate  progressions. 
Two  tiny  pages,  in  fancy  costume  of  blue  and  buff,  ring  it  at 
the  beginning  and  conclusion    of  each   game.     "Priscilla"  and 
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"Minuet"  cards,  Congress  brand,  should  be  used,  and  for 
prizes,  antiques,  bronze  inkstand  or  silver  tea  bell,  fac  simile 
liberty  bell;  gold,  silver,  china,  or  cut  glass  in  colonial  design; 
colonial  novels  and  pictures,  etc*  Military  Euchre  may  be  played, 
using  on  each  table,  "forts"  made  of  circular  blocks  of  wood,  five 
inches  in  diameter  and  several  inches  thick.  A  hole  is  bored  in 
the  middle  large  enough  to  admit  a  small  flag-staff,  and  near  the 
outer  edge  smaller  holes  for  little  flags.  In  the  center  is  inserted 
a  blue  silk  flag  with  the  name  of  some  Revolutionary  fort  upon 
it  in  buff — Fort  Sullivan,  Fort  Montgomery,  Fort  Ticonderoga, 
Fort  Washington,  etc.  The  little  flags  are  given  for  games  won, 
the  winners  being  those  with  the  largest  number  at  the  end  of  the 
playing.  (In  Military  Euchre,  for  war  or  patriotic  parties,  U.  S. 
flags  are  used  for  center  instead  of  blue  and  buff,  and  names  of 
modern  forts  instead  of  Revolutionary). 

For  April  First. 

(Harlequin  Card  Party.) 

Invitations  may  be  copied  after  a  dance  card  of  a  "Comus" 
ball  at  New  Orleans,  which  represented  a  larged-sized  gilt  folly 
bell  with  ribbons  attached.  On  arriving,  each  guest  is  given  a 
favor,  which  may  serve  also  as  a  score  marker.  These  are  follies' 
heads,  capped  and  ruffled  and  fastened  to  a  stick,  which  has  rib- 
bons wrapped  around  it.  The  colors  of  these  ribbons,  not  more 
than  two  being  alike,  determine  partners.  A  tiny  square  of 
pasteboard  tied  on,  bearing  a  painted  number,  directs  to  the  tables. 
Instead  of  playing  one  game  only,  a  variety  of  games  are  intro- 
duced. (See  "Grand"  party).  At  the  head,  or  "Hearts,"  table 
is  a  large-sized  tally-ho  horn,  tied  with  a  profusion  of  motley 
colors.  At  the  conclusion  of  the  game,  the  defeated  ones  blow 
the  horn  and  the  winners  at  all  the  tables  are  given  little  brass 
bells  to  tie  upon  the  folly  sticks  or  baubles.  The  prizes,  both 
head  and  booby,  are  fools'  caps  of  white  crepe  paper  with  huge 
red  rosettes. 

The  refreshments  should  be  as  deceiving  as  possible.  One 
hostess  at  an  April  first  dinner  went  so  far  as  to  serve  the  entire 
course  backwards,  beginning  with  ice  cream  and  ending  with 
soup.  Or  a  very  suitable  menu  may  be  served  in  strange  and 
unusual  guise :  potato  salad  arranged  as  cream  puffs  ;  English 
walnut  shells  as  receptacles  for  olives ;  sandwiches  as  slices  of 
cake  with  nut  filling;  ice  cream  as  croquettes,  cone-shaped  and 
plentifully  sprinkled  with  toasted  cake-crumbs ;  cake  as  sand- 
wiches, with  ice  cream  between  and  tied  with  ribbon  ;  coffee 
served  in  bouillon  cups ;  bonbons  served  in  exact  size  artificial 
fruit;  cheese  rolled  in  balls  with  an  English  walnut  meat  stuck 
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on  either  side,  as  perfect  an  imitation  of  lemon  bonbons  as  could 
be  desired.  "Harlequin"  ice  cream  is  also  appropriate;  or  ice 
cream  and  cakes  in  the  form  of  fools'  caps. 

Decorations  should  have  no  particular  system,  but  may  com- 
bine all  the  colors  of  the  rainbow.  Appropriate  playing  cards  are 
the  burlesque  faces,  "Vanity  Fair,"  "Hustling  Joe"  grade,  and 
"Equestrienne"  circus  grade,  are  appropriate  playing  cards ;  also 
"New  Era"  playing  cards,  very  handsome  and  attractive  ;  and 
entirely  new  series  of  artistic  and  graceful  picture  court  faces. 

For  Saint  Patrick's  Day. 

Bright  emerald  green  should  prevail  and  proves  surprisingly 
effective  for  softening  lights,  draping,  etc.,  combined  with  Irish 
flags.  The  invitations  may  have  painted  on  them  pictures  of 
toads,  snakes,  etc.,  jumping  into  the  sea  and  swimming  away. 
The  tally  cards  may  simulate,  in  water-colors,  a  shamrock  leaf, 
or  have  an  Irish  flag  for  top  leaf.  Green  "Frog"  or  "Shamrock" 
playing  cards.  Congress  brand,  should  be  used.  The  prizes, 
wrapped  in  emerald  tissue  and  tied  with  emerald  ribbons,  may  be; 
A  bit  of  Irish  scenery,  framed  in  dark  green  ;  jewelry  with  emer- 
ald settings  or  in  frog  or  snake  design  ;  St.  Patrick  candy  boxes, 
etc.  For  a  green  menu,  (or  green  and  white  china)  serve  the 
following: 

Croquettes,  garnished  with  parsley. 
FRENCH  PEAS,  in  pattie  moulds. 

Spinach  Salad,  moulded,  served  on  lettuce 
leaf  with  mayonnaise. 

Olive  Sandwiches,  green  ribbon. 

SMALL  CUCUMBER  PICKLES. 

Pistachio  ice  Cream,  garnished  with  small 

shamrocks  cut  out  of  citron. 
Green  "Punch"  Cakes,  in  green  paper  cases. 
Cafe  NOIR,  with  whipped  cream  tinted 
a  delicate  shade  of  green. 

GREEN  BONBONS. 

A  College  Card  Party. 

College  colors,  with  sporting  paraphernalia,  such  as  footballs, 
baseballs,  gridirons,  bats,  etc.,  are  combined  for  decorations. 
Streamers  and  curtains  may  decorate  the  walls  and  ceilings,  with 
a  football  as  centerpiece.  Invitations,  tally  cards,  prizes,  refresh- 
ments, etc.,  are  carried  out  in  the  college  colors  chosen. 
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Post- Easter  Card  Party. 

Invitations  may  be  decorated  with  dainty  paintings  of  Easter 
lilies.  Decorations  should  be  lilies  and  other  spring  flowers. 
Floral  design  playing  cards  are  appropriate.     A  pretty  scoring 


device  is  a  miniature  nest  hung  by  ribbons,  into  which  is  depos- 
ited a  tiny  candy  egg  for  each  game  won.  Prizes  may  be  Easter 
cards  and  favors,  hand-painted  eggshells,  dressed  up  as  Kate 
Greenaway  girls,  Brownies,  Chinamen,  Japs,  etc.;  or  egg  and 
rabbit  boxes  of  candy. 
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A  Pack  of  Cards  Party. 

This  entertainment  might  take  the  form  of  a  card  party  and 
dance,  given  as  the  last  of  a  season  by  a  Card  Club,  or  might  be 
given  by  a  single  hostess.  The  guests  represent  the  Pack  of 
Cards.  Any  number  may  be  invited— whole  pack,  half  pack, 
pack  and  a  half,  or  even  two  or  three  packs— but  always  an 
equal  number  of  each  suit.  With  each  invitation  is  sent  two 
squares  of  white  satin,  (or  some  white  material)  with  the  number 
of  Diamonds,  Hearts,  Clubs  or  Spades  that  the  guest  is  to  rep- 
resent, pasted  or  printed  neatly  on  one  side,  and  a  design  for  the 
back,  pasted  or  printed  on  the  other. 


The  older  members  of  the  club,  or  those  whom  the  hostess 
may  wish  to  honor,  receive  a  face  card  with  their  invitations. 
Any  number  of  Jokers  may  be  invited — as  extra  players,  or  as 
"stags"  for  the  dance.  The  decorations  should  be  red  and  black, 
with  playing  cards,  Diamonds,  Clubs,  Hearts  and  Spades,  used 
profusely.  The  refreshments  should  be  served  at  five  tables, 
each  of  four  seating  the  thirteen  of  the  suit,  and  the  fifth  table  for 
the  Jokers.  Or  one  Joker  might  be  added  to  the  thirteen  at  each 
table  for  good  luck.  The  Heart  table  should  be  shaped  like  a 
heart,  decorated  with  red  paper  hearts,  and  menu  cards,  sand- 
wiches, cakes,  etc.,  in  heart  shape  ;  the  Club,  Spade  and  Dia- 
mond tables  should  be  shaped  and  decorated  in  the  same  manner, 
according  to  suit.  The  Jokers'  table  (if  used)  should  be  in  the 
form  of  a  large  J — and  should  be  decorated  with  the  symbols  of 
all  four  suits  and  supplied  with  refreshments  of  the  shapes  of  all 
four.  Tallv  cards  should  be  Hearts,  Spades,  Diamonds  and 
Clubs,  made  of  red  arid  black  cardboard ;  dance  cards  (a  pack  of 
playing  cards,  one  given  to  each  guest,  according  to  the  card  he 
or  she  is  representing),  should  open,  with  the  names  and  numbers 
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of  dances  printed  on  the  inside.  Clubs  and  Spades  should  have 
black  pencils,  Hearts  and  Diamonds,  red.  These  programmes 
and  the  cards  worn  by  guests  may  serve  as  favors.  Gentlemen 
of  any  suit  must  choose  their  partners  for  supper  from  the  same 
suit.    Handsome  packs  of  playing  cards  make  appropriate  prizes. 

A  Mother  Goose  Card  Party. 

(Solomon  Grundy  Party.) 

Guests  may  be  invited  en  costume,  and  invitations  decorated 
with  sketches  or  pictures  of  Mother  Goose  characters,  which  they 
are  asked  to  represent.  Tally  cards  should  be  in  pairs  with  half 
of  a  Mother  Goose  jingle  on  each.  "Little  Boy  Blue"  blows  his 
horn  for  progressions.  For  prizes,  inkstands,  paperweights, 
bronze  ornaments,  etc.,  in  animal  designs,  representing  Mother 
Goose's  menagerie — Mother  Hubbard's  dog.  Red  Riding  Hood's 
wolf,  Mary's  little  Iamb,  Miss  Muffett's  spider,  etc.  "Spider 
and  Fly,"  Lenox  brand,  and  "Web,"  Congress  brand,  are  suit- 
able playing  cards.  A  Mother  Goose  book  may  be  given  for  a 
booby  prize. 

At  one  party,  the  tables  were  marked  with  the  days  of  the 
week  and  Solomon  Grundy  jingles  appropriate.  Thus,  the  first 
table  was  marked,  "Monday  table.  Solomon  Grundy,  born  on 
Monday,"  and  the  tally  cards  were  decorated  with  babies'  heads. 
The  second  (Tuesday)  table  had  pictures  of  bare-footed  boys, 
with  slates  under  their  arms.  The  Wednesday  table  had  wed- 
ding pictures — and  so  on. 

Jack  Frost  Card  Party. 

Invitations  should  be  written  on  white-frosted  cards,  and  may 
be  rolled  and  tied  with  white  ribbons.  Decorations  of  woodbine 
and  autumn  leaves  that  '*Jack  Frost"  has  colored.  Draperies 
should  be  white,  and  the  mantels  and  fireplaces  banked  with  cotton, 
sprinkled  over  with  diamond  dust.  The  carpets  may  be  covered 
with  white  canvas,  and  all  corners  filled  with  soft,  white  draperies. 
The  effect  is  enhanced  if  lit  up  with  tall,  white  candles.  Use  glass 
receptacles  and  ornaments  wherever  possible.  The  hostess  wears 
white,  with  hair  powdered.  Tally  cards  may  be  of  white  card  or 
celluloid,  painted  with  winter  scenes  and  frosted. 

A  large  cake  of  ice  may  be  placed  at  center  of  dining  table,  with 
a  hole  excavated  In  the  center  to  hold  flowers  or  salads. 

The  prizes  may  include  framed  winter  scenes,  or  snow  scenes 
painted  on  white  satin,  cut  glassware,  frosted  silverware,  etc.  The 
"Jack  Frost"  idea  is  very  effective  at  a  matinee  card  party. 
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Literary  Card  Party. 

(Quotation  Party.) 

For  appropriate  invitatic  is  see  "Shakespearean  Card  Party." 
Score  cards  are  in  the  style  of  a  volume,  with  one  leaf  for  each 
game  played.  For  finding  partners  the  names  of  books  on  one 
score  card  and  their  authors  on  the  other.  This  inscription  on 
the  cover : 

"With  cards  I  while  my  leisure  hours  away, 
And  cheat  Old  Time,  yet  neither  bet  nor  play." 

Each  tally  leaf  has  an  appropriate  quotation.     On  the  first— 

"If  all  the  year  were  playing  hoUdSiys."— Shakespeare.  ■ 

On  the  second — 

"Rich  the  treasure, 
Sweet  the  pleasure." — Th-yden. 

On  another — 

"There  is  a  society  where  none  intrude,"— 'B/ron. 

On  the  last  two— 

"I  played  at  cards  and  never  missed  the  time. 

It  fled  so  pleasantly  away."— Holmes. 
"All's  well  that  ends  well." — Shakespeare. 

For  prizes,  books  of  poems,  novels,  a  gold  pen,  writing  case, 
blotters,  "EncyclopcTdia  of  Quotations,"  etc.     Playing  cards  by 
American  illustrators  are  appropriate : 
MENU. 

"Twas  a  brave  piece  of  cookery."— Ben  Jonson. 

(Soup  Crecy  with  Croutons.) 
"And  like  a  lobster  boiled."— B»//cr. 

(Lobster  a  la  Newburg.) 
"What  first  I  want  is  daily  bread."— yo*«  Quincy  Adami. 

(Bread  and  Butter.) 
"You  are  lovely  leaves."— Ht-rr/c*. 

(Lettuce  Salad.) 
"I  will  use  the  oWvq."— Shakespeare. 

(Olives.) 
"My  choice  would  be  Vanilla  \c&."—Holmei. 

(Ice  Cream.) 
"Water  with  berries  in  it."— Anon. 

(Coffee.) 
"Oh,  that  I  were  an  almond  salted  !  "—Mem//. 
(Salted  Almonds.) 

Bud  Party. 

(Debutante  Party.) 

Flower  buds  should  be  used  tor  decorations,  with  white,  light 
pink,  blue,  or  other  delicate  tints  as  prevailing  colors.  Tally 
cards  may  be  painted  flower  buds  of  cardboard,  cut  out,  with 
buds  of  various  kinds  attached  for  distinguishing  partners  and 
tables.  Prizes  should  be  hand-painted  to  carry  out  the  "bud" 
idea.  Dainty  floral  playing  cards  are  appropriate.  Ices  may  be 
moulded  in  the  shape  of  buds  ;  and  cakes  and  bonbons  decorated 
with  small  candy  rose  buds. 
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A  Dutch  Card  Party. 

(Holland  Party.) 

The  invitations  should  carry  out  the  Dutch  style,  thus 


Kaart 

Party. 

Mevrouw 

den   15en 

Jones, 

April, 

van    2 

uur's    middags 

tot's   avonds 

6 

uur. 

For  decorations:  Holland's  National  colors,  blue  and  red; 
Holland  flags  ;  tulips ;  crepe  paper  in  Delft  designs,  etc.  Instead 
of  tally  cards  each  guest  may  be  furnished  a  little  wooden  shoe 
on  a  Delft  blue  ribbon.  Tiny  pretzels  are  slipped  on  the  ribbon 
for  games  won,  the  shoe  keeping  them  from  slipping  off  at  the 
other  end.  Large  wooden  shoes  may  be  used  for  bonbons  and 
nuts  at  the  tables.  For  prizes  :  beer  sets,  handsome  steins  and 
pipes,  a  pair  of  burnt  wood  Holland  shoes,  Delft  placques,  Dutch 
pictures,  novelties  decorated  with  quaint  Dutch  figures,  a  poster 
of  Queen  Wilhelmina,  etc. 
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The  supper  tibie  may  have  for  its  centerpiece  a  large  blue 
stein  with  red  tulips  tumbling  out  of  it.  Delft  china  and  paper 
napkins  are  appropriate,  and  a  tnenu  of  Dutch  dishes  : 

Oysters.  Omelet. 

Smoked  Herring. 

Creamed  Codfish  or  Finna  Haddie  in  Chafing  Dish. 

Cold  Meat,  in  very  thick  slices. 

Pickled  Eggs,  Pickled  Beets,  Pickled  Onions. 

Cucumbers.     L,emons  and  Prawns. 

Cold  Slaw. 

Fish  or  Potato  Salad.     Cheese  Sandwiches. 

Rye  Bread  in  very  tiny  slices. 

Cheese. 

Honey  Cakes.  Oval  Cinnamon  Cakes. 

Pancakes,  size  of  a  silver  quarter. 

Coffee  and  Chocolate, 

or 

Beer  in  Mugs. 

Note. — The  menu  given  is  made  up  of  Dutch,  not  German  dishes. 

Playing  Cards  may  be  any  of  the  various  Delft  and  Holland 
backs  in  Congress  brand. 

A  Marine  Card  Party. 

Fish,  Yacht,  Shell  and  Fishers*  Return  card  backs  should 
be  used.  Invitations  may  represent  miniature  pilot  wheels, 
fish,  yachting  caps,  ships,  etc.,  or  may  be  decorated  with  seaweed. 
For  decorations,  naval  flags,  shells,  fishnets,  pictures  of  seagoing 
vessels,  etc.  Tally  cards  may  be  painted  to  represent  shells  of 
different  kinds,  two  of  each  for  partners,  and  small  fish  (on  sale 
in  the  shops  for  this  purpose),  are  stuck  on  the  backs  for  games 
won.  A  conch  shell  may  be  blown  at  the  head  tables  for  progres- 
sions. Marine  views  in  oil  or  water  color,  a  sliver  loving  cup  with 
yacht  design,  naval  flags,  curios  from  the  sea,  coral  jewelr\%  or 
any  of  the  playing  cards  mentioned  above,  make  suitable  prizes. 
A  sea  fcod  menu  should  be  served. 

An  Automobile  Card  Party. 

The  copyrighted  designs,  Automobile,  Locomobile,  Motor, 
Mobile,  and  Motorette  (Bicycle  brand),  in  red,  should  be  used. 
Invitations  and  tally  cards  may  be  decorated  with  sketches  or 
clippings  of  autos.  Automo!::!?  —  red,  with  American  Beauty 
roses  for  decorations  and  for  prizes:  a  poster  automobile  girl; 
lithographed  automobile  sofa  pillow:  packs  of  auto  cards:  an 
automobile  candy  box  with  ringing  beli,  all  highly  polished  and 
finished  as  are  the  real  ones;  a  toy  motor  which  runs  when 
wound  up  a  drinking  cup  for  auto  trips;  a  silver  matchbox  with 
automobile  design,  etc. 
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At  Christmas  Time. 

For  decorations,  holly  wreaths,  festoons  of  evergreen,  mistle- 
toe boughs,  red  shaded  lights  and  ribbons.  Water-color  invita- 
tions may  represent  holly  leaves  with  red  berries,  cut  out.  A 
tiny  Christmas  tree  with  candles  may  bear  on  its  branches  the 
prizes,  tally  cards,  favors,  or  little  trinkets  for  games  won.  These 
should  be  tied  in  bunches— enough  in  a  bunch  to  score  each  game, 
and  as  many  bunches  as  there  are  games  to  be  played.  Santa 
Claus  in  person  may  give  them  out,  jingling  his  sleigh  bells  at 
the  end  of  each  game  for  progressions.  The  trinkets  may  be 
dropped  into  Christmas  stockings  of  red  canton-flannel,  with  toes, 
heels  and  points  at  tops  of  green,  and  with  miniature  sleigh-bells 
sewed  on.  Prizes  may  be  linen,  china,  silver,  jewelry,  burnt 
wood  or  leather,  in  holly  and  mistletoe  designs.  "Holly"  and 
"Mistletoe"  card  backs.  Congress  brand,  should  be  used. 

A  Musical  Card  Party. 

A  good  color  scheme  for  this  affair  .s  brown  and  yellow. 
Invitations  may  be  in  the  form  of  a  scroll,  engraved  with  a 
selection  from  some  favorite  opera,  or  may  represent  the  "G'* 
clef  in  brown  and  yellow  water  colors.  For  decorations,  yellow 
flowers,  shaded  lights  and  hangings.  Tally  cards  may  be  painted 
to  represent  different  musical  instruments,  such  as  violins,  guitars, 
mandolins,  etc.  Or  miniature  tambourines  and  banjos  may  be 
used  for  scoring,  hung  by  long  loops  of  ribbon  over  the  shoulders, 
and  becoming  before  the  close  of  the  evening  gayly  decked  with 
ribbons — yellow  for  the  winners  and  brown  for  the  losers.  Musical 
quotations  in  halves  may  designate  partners.  For  prizes,  musical 
pictures  in  brown  coloring,  burnt  wood  placques  of  famou? 
musicians,  a  Flemish  musical  stein  in  brown  and  yellow,  a  brown 
leather  music  roll  tied  for  the  occasion  with  yellow  streamers, 
musical  novels,  an  upright  piano  candy  box  with  the  key  board 
movable  to  show  the  candy  inside,  etc.  Toy  music  boxes  and 
grotesque  musical  'nstruments  make  amusing  booby  prizes.  A 
triangle,  like  those  for  orchestral  playing,  may  indicate  progres- 
sions, instead  of  a  bell.  The  card  back  "Music  Hath  Charms," 
after  the  painting  by  Zampighi,  should  be  used. 

For  a  brown  and  yellow  menu: 

Browned  Croquettes.  Potato  Balls. 

Brown  Breadsticks. 

Chicken  Salad,  yellow  Mayonnaise. 

Orangfe  Ice  Cream,  served  in  orangfe-peel  baskets. 

Chocolate  Cake.  Chocolate  Tcing. 

Chocolate  and  Lemon  Bonbons. 

Yellow  Cheese  Balls. 

Coffes.  with  yellow  whipped  Cream. 
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A  variety  of  games  are  introduced.  Grand  (Wliist  without  a 
trump;  is  played  at  the  head  table,  Cinch  at  the  second,  Whist  at 
the  third,  Hearts  at  the  fourth,  etc.  One  or  more  "jolly  tables" 
may  be  introduced,  playing  laughable  games,  such  as  Old  Maid, 
etc.  Or  the  guests  may  sew  buttons  on  a  piece  of  cloth  at  one 
table,  the  couple  sewing  on  the  most  progressing.  At  another 
table  needles  are  threaded,  or  jackstraws  played,  etc.  If  desired, 
the  leader  at  each  table  and  deal  may  be  allowed  to  name  the  game 
to  be  played  after  looking  at  his  hand,     hi  this  case  four  hands 


should  be  played  at  each  table  before  ringing  the  bell,  to  allow  each 
player  to  partake  of  the  privilege. 
The  games  are  scored  as  follows: 

Grand  (Whist  without  a  trump) — Score  nine  points  for  each  trick  over  si;;. 

Whist — Score  five  for  each  trick  over  six. 

Hearts— The  s'de  taking  the  least  Hearts  subtracts  the  number  they  have  taken 

from  the  number  their  adversaries  have  taken  and  add  the  result  of  their  score. 
Cinch  or  High  Five — Each  side  scores  what  it  makes.     No  bidding.    The  leader 

names  the  trump. 

Each  table  should  be  plainly  marked  with  the  game  to  be 
played,  to  avoid  confusion. 

Pen=and=Ink  Card  Party. 

Invitations  and  tally  cards  should  be  decorated  with  small 
pen  and  ink  sketches.  For  prizes,  a  framed  pen  and  ink  drawing, 
silver  penholder,  silver  ink  well,  pen  tray,  pen  wiper,  or  blotters — 
all  of  them  appropriate  for  either  sex.  Chocolate  (black)  and 
vanilla  'white)  in  menu,  and  bonbons  at  the  card  tables,  will 
carry  out  the  idea. 
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A  Nutting  Card  Party. 

Invitations  may  be  slipped  inside  peanut  or  English  walnut 
shells,  glued  together,  and  sent  in  a  small  box.  The  shops  are 
showing  big  English  walnuts,  Parisian  almonds  and  Spanish 
peanuts,  filled  with  confections  in  imitation  of  the  genuine  nut 
meats,  which  make  attractive  prizes  or  favors.  A  novelty  in  silver 
represents  an  English  walnut  (exact  size),  "All  in  a  nutshell," 
which  contains  powder  puff,  mirror,  place  for  miniature  small 
scent  bottle  and  pincushion;  a  silver  peanut  contains  a  "magic" 
pencil  or  small  vinaigrette ;  thimble  cases,  bangles,  tape  measures, 
etc.,  come  in  nut  designs;  a  small  lace-trimmed  handl\erchief  may 
be  folded  and  slipped  inside  an  English  walnut  shell.  The 
diminutiveness  of  the  prizes  is  emphasized  if  they  are  wrapped 
in  a  series  of  boxes,  each  one  larger  than  the  next.  For  finding 
partners,  English  walnuts  painted  and  dressed  in  crimped  tissue 
paper  to  represent  different  nationalities  may  be  used,  a  lady  and 
gentleman  being  given  the  same  nationality.  Different  kinds  of 
nuts  strung  on  ribbons  may  indicate  2ames  won.  "Acorn"  playing 
cards.  Bicycle  brand,  are  appropriate.  The  menu  served  may  be 
made  up  of  nuts:  Chicken  and  nut  salad,  peanut  sandwiches, 
salted  nuts,  nut  candies,  bisque  of  almonds,  pecan  cake,  festinos, 
walnut  wafers,  coffee. 

A  Large  Military  Euchre 

(Which  may  serve  as  a  model  for  smaller  affairs). 

The  games  are  called  campaigns.  The  tables  are  called 
batteries.  Drum  and  bugle  are  used  instead  of  a  bell.  Those 
who  participate  in  the  game  are  called  combatants  and  noncom- 
batants.  The  noncombatants  are  the  captains,  lieutenants  and 
scouts.  The  combatants  are  the  actual  players,  divided  into 
companies.  Each  company  is  assigned  a  section,  with  sufficiency 
of  tables  for  the  number  of  combatants  engaged. 

The  equipments  of  each  company  consist  of  a  large  number  of 
company  pennants.  The  pennants  are  subdivided  into  table  or 
battery  pennants,  bearing  the  name  and  number  of  their  respective 
tables.  They  signify,  as  the  color  and  number  may  suggest, 
the  company  and  battery  to  which  the  pennant  belongs,  or  from 
which  it  has  been  captured. 

From  the  diagonal  corners  of  each  table  rise  orights,  three 
feet  high,  joined  either  by  a  ribbon  or  colored  cord,  from  which  is 
suspended  an  American  flag,  with  the  njmber  of  the  table  thereon 
printed.  The  pennants  captured  by  t.i.;  Individual  batteries  are 
hung  on  these  picturesque  halyards.  From  the  opposite  upright 
floats  the  table  pennant  for  which  the  players  contest. 
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As  each  player  enters  the  hall  he  shall  be  given  a  small  American 
flag,  on  which  is  printed  a  letter  and  a  number,  denoting  the  table 
or  battery  to  which  he  is  assigned.  Thus,  A — i  means  Company 
A,  table  i;  by  B — 6  we  understand  Company  B,  table  or  battery 
6.  This  will  be  the  player's  "home  table,"  and  will  remain 
unchanged  the  whole  evening.  When  all  is  in  readiness  for  the 
game,  the  captain  ot  each  company  issues  general  orders,  and  the 
lieutenants  transmit  them  to  the  company  tables  or  batteries. 

The  bugle  and  drum  then  sounds  the  attack,  and  the  scouts 
conduct  the  attacking  parties  to  the  contesting  quarters  assigned 
to  them.  For  example:  Battery  A — i  is  ordered  to  attack  Battery 
B— i;  on  receipt  of  order  two  players  from  A — i  go  with  the  scout 
to  B— I,  and  two  from  B— i  go  and  attack  A — i,  two  players 
having  been  left  at  each  table  for  defense,  while  their  copartners 
are  on  the  attack. 

The  attacking  parties  carry  with  them  company  table  pennants; 
if  they  are  defeated  they  relinquish  them  ;  if  victorious  they  return 
to  "home  quarters"  with  their  opponents'  pennants,  which  they 
suspend  from  the  uprights. 

At  the  game's  conclusion  the  company  winning  the  most 
pennants  at  all  of  its  batteries  collectively  is  awarded  a  large  silk 
American  flag,  which  becomes  the  property  of  the  captain;  the 
best  individual  players  receiving  individual  prizes.  Jeweled 
swords,  paintings  of  famous  battles,  silver  m.ilitary  brushes,  gun- 
metal  novelties,  war  books  and  patriotic  emblems  are  appropriate. 
Playing  cards  should  be  patriotic  design,  Congress  Playing  Cards. 
Kipling's  "Barrack  Room  Ballads,"  in  handsome  binding,  makes 
a  particularly  appropriate  military  prize. 

Chinese  Card  Party. 

Invitations  should  be  written  as  the  Chinese  do,  with  a  brush, 
up  and  down,  in  letters  imitating  Chinese  hieroglyphics.  Guests 
may  be  invited  en  costume.  Chinese  money,  which  has  a  hole  in 
the  middle,  may  be  used  for  scoring,  stringing  on  ribbons,  brace- 
lets or  watch  chains  for  games  won.  Or  small  Chinese  dolls  may 
be  used,  fastening  to  corsage  or  buttonhole  by  their  queues,  and 
punching  games  in  the  edges  of  their  little  coats.  For  decorations, 
Chinese  flags,  Chinese  lilies,  etc.  Chinese  Dragon  Playing  Cards 
are  appropriate,  and  for  prizes,  jewelry  and  silver  in  dragon  design, 
fancy  Chinese  porcelains,  Chinese  scarfs,  cushions  and  novelties. 
A  Chinese  temple  gong  should  be  used  instead  of  a  bell.  The 
menu  should  include  roast  duck,  chop  suey,  rice,  tea  served  in 
bowls,  preserved  and  crystallized  Canton  ginger  and  Chinese 
candies  and  nuts. 
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International  Card  Party. 

(  Naval  Card  Party. ) 

Six -handed  Euchre,  as  a  mimicry  of  international  warfare, 
is  highly  amusing.  The  guests  wear  the  costumes  of  many 
countries.  Each  country  has  three  representatives.  At  each 
table  sits  the  full  representation  of  two  countries,  each  with  his 
or  her  country's  flag  wagered  upon  the  result.  The  winning 
three  take  the  flags  of  the  opposition,  and  the  winners  f^r  the 
evening  are  the  persons  holding  the  greater  number  of  flags. 
When  the  head  table  flags  are  taken,  the  announcement  is  made 
with  a  toy  pistol,  instead  of  the  usual  bell.  For  suggestions  for 
playing  cards,  score  cards,  etc.,  see  "Bohemian  Card  Party."  A 
naval  battle  can  be  fought  after  the  same  manner,  using  naval 
flags,  and  playing  Cinch  or  Euchre, 

New  Year's  Partyc 

To  suggest  ringing  the  old  year  out,  use  small  key  rings, 
strung  with  tiny  bells,  for  each  game  won.  The  prizes  should 
be  handsome  calendars,  and  if  a  booby  is  given,  a  calendar  of  the 
old  year.  A  set  of  cathedral  chimes,  hidden  in  flowers,  may  indicate 
progressions,  and  be  struck  by  a  miniature  "Old  Father  Time," 
in  costume. 

Railroad  Excursion 

A  host  connected  with  a  prominent  railroad  issued  the  following 
invitation: 


IThe  Go  Slow  &NE.VER  Arrive  RIti 


gVSS  /Til^.   a^^^  ^l?v<}y  yr/j-'.^.^.f  ^^n^/f^. 


The  guests  that  responded  were  dressed  in  fanciful  attire, 
carrying  bundles,  bird  cages,  rag  babies,  etc.  Even  the  typical 
bride  and  groom  were  represented.     The  host  wore  a  brakeman's 
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outfit,  long  ulster,  cap,  etc.,  and  flourishing  a  lantern,  and  the 
hostess  a  traveling  suit.  The  library  had  been  converted  into  a 
waiting  room,  containing  a  ticket  office,  from  which  an  obliging 
agent  distributed  tickets  of  two  different  colors,  stamped  with  the 
name  of  the  station  at  which  each  guest  was  to  begin  his  journey. 
Bulletin  boards  of  black  cardboard  showed  trains  late  on  every 
road  except  the  one  on  which  they  were  to  make  their  journey, 
and  signs  of  all  descriptions  were  scattered  about  the  walls.  A 
news  stand  helped  furnish  amusement,  distributing  old  maga- 
zines and  almanacs  covered  with  wrapping  paper,  and  bearing 
miraculous  titles.     Pickpockets  added  to  the  confusion. 


Baggage  Rook 


indicated  the  stairway  leading  to  dressing  rooms,  where  the 
guests'  wraps  and  the  plunder  gathered  up  by  the  pickpockets 
were  deposited. 

When  all  had  arrived  a  large  gong  sounded.    Immediately  the 
doors  of  the  parlor,  over  which  hung  a  sign. 


Union  Depot 


were  then  thrown  -rpen.  Conductor  and  porter  stood  ready  to 
arrange  the  travelers  in  their  proper  places.  Each  table  was 
labeled  with  the  name  of  a  station  to  correspond  with  the  tickets 
issued.  "All  aboard,"  was  called,  the  bellrope  pulled,  and  the 
journey  began. 

The  game  was  Railroad  Euchre,  with  Chicago  as  head  table. 
Twenty  points  were  played  at  the  head  table,  and  lone  hands 
permitted  at  any  table,  players  taking  partner's  best  card.  The 
conductc:  punched  the  tickets  of  the  winners,  and  a  news  agent 
served  passengers  with  salted  nuts,  lemonade,  etc. 

As  a  diversion,  the  lights  were  suddenly  extinguished  after  a 
few  games  had  been  played.  Two  villianous- looking  masked 
robbers,  with  dark  lanterns,  blunderbusses  and  pistols  of  the 
vintage  of  1700,  entered,  and  proceeded  to  relieve  the  gentlemen 
of  their  watches.  These  robbers  were  two  wits,  who  kept  up  a 
comical  conversation  during  the  "hold-up." 
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At  the  cry,"Ten  minutes  for  refreshments!"  the  guests  repaired 
to  the  dining-room.  A  lunch  counter  had  been  erected,  and  lunch 
was  served  in  genuine  railroad  style.  After  the  luncheon  there 
was  an  auction  of  "unclaimed  baggage,"  at  which  the  plunder  of 
the  train  robbers  and  pickpockets  was  disposed  of,  having  been 


made  up  into  undistinguishable  packages.  Many  laughable  mix- 
UDS  resulted,  and  the  guests  had  a  jolly  time  in  finding  their  own 
property  again. 

This  form  of  party  is  applicable  to  any  trip  from  one  city,  state 
or  country  to  another.  Headlights,  locomotive  bells  or  whistles 
can  be  utilized. 
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An  "Emigrant  Excursion"  is  an  interesting  variation.  The 
guests  dress  in  international  costumes,  and  the  invitations  resemble 
a  handbill : 


EXCURSION! 


Mr.  and  Mrs.  JAMES  S.  SMITH 

Invite  you  to  take    a   trip  with   them  in  their 
special  car,  on 

MONDAY,  NOVEMBER  14 


Train  Leaves  on  the  Progressive  Euchre  Route 

PROMPTLY  AT  8  P.  M.,  STOPPING  20  MINUTES  FOR  LUNCH. 


RETURNING  HOME  AT  12  O'CLOCK 


THIS  IS  AN  EMIGRANT  TRAIN— DRESS  ACCORDINGLY. 

Please  Answer  Promptly  so  Seats  can  be 
Reserved  for  You. 


For  prizes:  a  miniature  trunk,  filled  with  fine  stationery;  a 
traveling  rug  in  a  shawl  strap;  articles  for  traveling  valise;  a 
miniature  pigskin  dress  suit  case,  arranged  as  jewel  case,  or 
containing  a  fine  gilt  traveling  clock;  cologne  bottle  or  cigar 
lamp,  cut  glass  and  silver,  imitation  railroad  lantern,  etc. 
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Japanese  Card  Party. 

invitations  may  be  written  as  the  natives  write — up  and  down, 
Tnstead  of  across,  on  rice  paper  or  paper  napkins ;  or  little  Japanese 
dolls  may  be  sent,  each  clasping  a  note  of  invitation,  thus: 


^U<S-. 

<^'f-f-z-  e-  ^Ai- 

c.y'e-^^^^^ 

■»■i■^-e- 

'I'cx.    -te-^t-t^eii-T!^    -j/tJ-i^    '/ti- 

•?^>*&e^  ***^ 

c_JC-f^**<i-^<3-^i^    «« 

^    €^     <7«=»?*2-e- 

»/ 

^^^ 

f^€:^--^^j 

c.x/6<3-**«^ 

^1^,    (^ra.'v-&f»'Z-<i-e^    <^-z^o^e^^-i(^-^. 

"  En  Costu 

ME." 

For  decorations,  Japanese  draperies,  cushions,  bead  curtains, 
rugs,  baskets,  swords,  scrolls,  umbrellas,  vases,  fans,  lanterns, 
screens,  bamboo  tables  and  chairs,  Japanese  fern  balls,  with  tiny 
Japanese  flags  and  fans  stuck  in  here  and  there,  red,  or  red  and 
white  Japanese  lilies,  ferns  combined  with  red  and  yellow  ribbons, 
etc.;  or  the  walls  of  the  rooms  may  be  entirely  covered  with 
branches  of  trees  profusely  decorated  with  cherry  blossoms  made 
of  pink  paper,  representing  the  beautiful  gardens  of  Tokio.  Burn- 
ing Japanese  incense  will  add  to  the  effectiveness.  The  playing 
cards  used  should  be  lacquered  designs  in  red  and  yellow — Star- 
light, Sunlight,  Storm,  Japanese  Lady  (Congress  brand),  and 
Japanese  Garden,  Japanese  Scenery,  and  Sunset  (Lenox  brand). 
For  the  signals  a  Japanese  gong  should  be  used  in  place  of  a  bell. 
The  favors  may  be  Japanese  fans,  toys  and  novelties.  For 
keeping  score,  Japanese  paper  fans  may  be  had  in  pairs  (for 
finding  partners),  punching  with  conductor's  punch  for  games 
won.  Or  Japanese  dolls  may  be  used,  punching  their  paper 
kimonas.  For  prizes,  Japanese  incense  burners,  vases,  cloisonne, 
tablewares,  white  metal  and  bronze  novelties,  lacquer  goods, 
baskets  of  candy,  handsome  fans,  embroidered  kimonas,  Japanese 
doll  sachets  and  pincushions,  or  a  Japanese  figure  holding  a  pack 
of  Japanese  playing  cards  and  silver-mounted  markers. 

The  refreshments  may  be  served  from  a  buffet— the  guests 
seated  Japanese  fashion  on  floor  cushions — and  may  include  rice 
cakes;  tea  punch;  tea  as  a  beverage;  "Japanese"  salad,  made  of 
all  kinds  of  vegetables,  served  in  inverted   Japanese  umbrellas 
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lined  with  wax  paper;  orange  slierbet,  served  in  paper  boxes 
hid  inside  tiny  Japanese  lanterns,  with  red  and  yellow  rib- 
bons on  the  handles;  or  ices  in  the  shape  of  mandarins  holding 
Japanese  umbrellas  and  fans;  Japanese  nuts  and  confections; 
paper  napkins,  etc. 

A  Bachelor's  Choice. 

For  an  evening  card  entertainment  given  by  a  wheel  club,  golf 
club,  or  other  such  organization,  or  in  bachelor  apartments,  the 
game  is  usually  limited  to  Whist,  Euchre  or  Pol\er.  Decorations 
are  usually  a  club  or  college  color,  or  emblematic  of  the  particular 


^■^■pl 

1 

Ij^'<^ 

^^^^^^^^^^^^^^^^^^^^^^^^^^^"'^H 

m 

W^'^ 

1 

B^^lH^^^H^^^ 

secret  society  or  lodge  to  which  the  host  is  most  attached.  Cards 
should  be  of  sporting  designs — Sportsman's  brand — or  if  the  host 
or  guest  of  honor  is  a  lodge  man,  Shriner,  Goat,  Elk,  K.  of  P.  or 
Odd-Fellows  backs.  For  prizes  appropriate,  see  list  of  men's 
prizes,  page  16. 

Owl  Card  Party. 

Owl  design  playing  cards  should  be  used.  Tally  cards  in  owl 
designs  may  bear  the  inscription: 

"And  the  best  of  all  ways  to  lenj^then  our  days 
Is  to  steal  a  few  hours  from  the  night,  my  dear." 

Or— 

"Let  us  make  a  night  of  it." 

For  decorations,  laurel  leaves,  palmetto,  and  fresh  branches 
from  forest  trees  in  which  are  perched  stuffed  owls.  For  prizes, 
a  clock  in  owl  design;  a  miniature  owl  in  gold  or  silver;  owl 
military  brushes;  owl  tobacco  jar;  or  a  live  owl,  as  the  bird  of 
wisdom,  for  first  prize.  The  menu  may  include  braized  fish, 
birds,  lettuce  salad,  mangoes,  celery  capote,  etc.,  and  can  be  made, 
with  a  company  of  friends,  a  veritable 

"Feast  in  season  and  a  game  of  owl." 
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Birthday  Card  Parties. 

Appropriate  floral  parties  for  celebrating  birthdays  are:  January, 
wild  rose;  February,  pink;  March,  violet;  April,  Easter  lily; 
May,  Lily  of  the  Valley;  June,  rose;  July,  daisy;  August,  water 
lily;  September,  poppy;  October,  cosmos:  November,  chrysanthe- 
mum; December,  holly.  For  prizes,  birthmonth  flowers  in 
sterling  silver,  brooches,  hatpins,  scarfpins,  links,  belt  brooches, 
bookmarks,  toilet  silver,  etc.  Or,  jewelry  set  with  birthstones 
appropriate. 

Floral  Parties. 

(Rose  Party,  Sweet  Pea  Party,  Carnation  Party,  Violet  Party.)* 

Any  favorite  blossom  may  be  chosen  as  the  central  figure — 
such  as  violets,  roses,  sweet  peas,  carnations,  etc.  Decorations 
are  the  flower  or  flowers  selected,  with  crepe  paper  and  ribbons  to 
match.  Invitations  and  tally  cards  are  hand-painted  flowers,  cut 
out.  Playingcards  with  floral  designs  are  used.  A  real  or  artificial 
flower  may  be  given  to  score  games  won.  For  prizes,  jewelry  and 
silver  in  floral  designs,  potted  plants,  or  floral  playing  cards.  For 
finding  partners,  an  idea  which  may  cause  some  laughter  is  to 
paint  flowers  on  the  ladies'  cards  and  write  the  names  of  these 
flowers  on  the  gentlemen's  cards.  Each  gentleman  must  then 
ascertain  his  partner  by  the  flower  on  her  card.  The  one  who  has 
the  "rose"  card,  and,  perhaps,  the  one  who  has  the  "carnation" 
card,  may  have  no  trouble,  but  when  it  comes  to  the  "azalia,"  the 
"gloxina,"  etc.,  the  riddle  will  become  perplexing.  Or,  four 
flowers  of  a  kind  or  color  may  be  used  for  each  table.  Thus,  two 
white  roses  for  the  ladies  and  two  red  roses  for  the  gentlemen  at 
the  first  table,  using  a  different  flower  or  a  different  color  for 
each  table. 

Harvest  Home  Party. 

(Rustic  Card  Party.) 

The  ladies  dress  as  farm  lassies,  milkmaids,  etc.,  and  the 
gentlemen  in  characteristic  costume.  Sweet  milk  or  buttermilk 
may  be  served.  Landscape  playing  cards,  showing  farm  or  rustic 
scenes,  or  Rube  backs  are  appropriate.  Tally  cards  and  invitations 
may  depict  farm  houses,  dairymaids,  domestic  animals,  fruit, 
vegetables,  etc.  Decorations  should  be  vegetables,  ears  of  corn, 
sheaves  of  wheat,  leaves  and  vines.  A  large  farm  bell,  decorated 
with  ribbons  and  flowers,  may  be  rung  for  progressions,  or  an 
old-fashioned  cowbell,  bronzed  and  decorated  with  ribbons. 
Artificial  fruit  and  vegetables  make  suitable  favors.  An  appro- 
priate menu  may  be  gotten  up  more  or  less  elaborately  (see  Hallow 
E'en  Card  Party). 
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Bohemian  Card  Party. 

In  sending  out  invitations,  the  hostess  may  designate  what 
nation  she  desires  each  guest  to  represent,  or  may  leave  it  to  their 
own  discretion.     If  the  former,  the  invitation  should  read:  "You 

are  requested  to  be  present  and  represent  the  country  of ,  at 

the  Bohemian  card  party,  to  be  given  at  the  residence  of  Mrs. 
Smith,  Thursday  evening,  January  ninth,  at  eight  o'clock." 

Decorations  should  be  emblems  and  flags  of  all  nations.  For 
scoring,  tally  cards,  on  which  are  pasted  or  painted  flags  of  all 
nations  in  pairs,  may  be  used.     There  is  a  children's  game  of 


ALL   NATIONS   AT   PLAY. 

Flags,  in  colors,  published  by  The  Cincinnati  Game  Company, 
the  cards  of  which  make  appropriate  and  handsome  tally  cards. 
In  place  of  tally  cards,  little  dolls  can  be  dressed,  in  pairs,  in  dif- 
ferent national  costumes,  a  boy  doll  being  given  to  each  gentleman 
and  a  corresponding  girl  doll  to  each  lady.  If  desired,  each  table 
may  be  dedicated  to  a  different  nation  and  be  draped  with  the  flag 
of  that  nation.  Thus,  Table  No.  i  may  be  Italy.  Two  dolls,  a 
boy  and  a  girl,  may  be  dressed  in  black  dresses  and  yellow  caps, 
for  one  couple  at  this  table,  and  two  more  in  black  caps  and  yellow 
dresses,  for  the  other  couple,  etc.  A  little  boy  and  girl  dressed  as 
Uncle  Sam  and  Columbia  may  pass  these  to  the  guests. 

Prizes,  favors  and  menu  may  be  indicative  of  the  nations 
represented.  Appropriate  cards  are  patriotic  George  and  Martha 
Washington  and  Indian,  America;  King  Edward  series,  England; 
Delft,  Holland;  Napoleon  and  Josephine,  France;  Anticipation, 
Italy;  Chinese  Dragon,  China;  Nile,  Egypt,  etc.  Many  other 
Japanese,  Italian,  Holland  and  Moorish  designs  are  to  be  had 
among  the  Congress  designs. 


50  ENTERTAINING  WITH  CARDS. 

Fortune=telling  Party. 

(Gypsy  Card  Party.  | 

As  perfect  a  representation  as  possible  ot  a  gypsy  camp  should 
be  arranged.  If  outdoors,  the  guests  seat  themselves  around  an 
improvised  camp  fire,  where  the  Queen  reads  life's  history  from 
a  pack  of  cards.  Indoors,  the  decorations  should  carry  out  the 
effect  of  a  woodland  scene.  For  a  holiday  event,  pine  boughs 
and  holly  branches  are  arranged  over  doorways  and  mantels. 
With  the  Nile  Fortune  Cards  (which  have  the  meaning, of  each 
card  printed  on  its  face),  obtainable  from  dealers,  it  is  an  easy 
matter  to  play  the  part  of  Gypsy  Queen.  Favors  may  be  novel- 
ties suggesting  gypsy  life— a  miniature  pot  on  a  tripod  for  holding 
matches,  paintings  of  gypsy  queens,  etc.,  or  packs  of  Nile 
Fortune  Cards. 

Good  Luck  Card  Party. 

Clover,  Capitol;  Clover  and  Good  Luck,  Apollo  playing  cards 
are  appropriate.  For  tally  cards  and  invitations,  horseshoe,  wish- 
bone, or  four-leaf  clover  designs;  or  real  wish-bones,  gilded,  may 
be  used,  fastened  to  a  tally  card.  Prizes  may  be  novelties  sug- 
gestive of  good  omen  —  jewelry  and  silver  in  horseshoe,  clover, 
or  wish-bone  design,  or  a  silver-mounted  rabbit's  foot. 

*  Photograph  Party. 

Especially  adapted  for  the  opening  or  closing  party  of  the 
season  given  by  a  card  club.  Souvenir  booklets,  containing 
small  circular  snapshot  photos  of  each  club  member — mounted 
one  each  in  the  center  of  a  page — are  given  club  members.  A 
title  page,  with  name,  date  and  brief  history  of  the  club,  may  be 
added,  leaving  blank  pages  for  scoring,  in  place  of  tally  cards, 
and  for  keeping  record  of  the  winners  during  the  season.  Cover 
may  be  cardboard,  paper,  silk  or  satin,  in  the  club  colors,  with 
club  name  in  gold.  For  a  private  party,  fancy  shape  tally  cards 
may  be  mounted  with  miniature  photos  of  the  host  and  hostess, 
the  guest  of  honor,  at  a  corner  of  the  rooms  in  which  the  games 
are  played.  Fancy  photographs  for  prizes  and  Portrait  card 
backs  are  appropriate.  A  flashlight  photograph  of  the  group  at 
play  may  be  mailed  by  the  hostess  to  each  of  her  guests  as  a 
•memento  of  the  occasion. 

L'Art  Nouveau. 

China,  silver,  pottery,  pictures,  posters,  frames,  burnt  wood 
articles,  etc.,  in  new  art  designs,  make  suitable  prizes.  Poster 
playing  cards  are  appropriate,  with  invitations  and  tally  cards 
in  new  art  designs. 
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(Lawn  Party,  Porcti  Party,  Card  Picnic.) 

Landscape  playing  cards  should  be  used— a  different  design  at 
each  table— with  camp  chairs  and  low  tables,  and  lemonade  served 
once  or  twice  during  the  play.  For  a  lawn  party,  tally  cards  may 
be  hand  painted  in  pairs  with  dainty  little  landscape  designs,  or 
if  at  a  summer  resort,  decorated  with  small  photographs  of  the: 
scenery,  hotels,  etc. 


Tally  cards  for  a  porch  party  may  have  rfttle  pen  or  water 
color  sketches  of  a  porch  pillar  with  a  vine  climbing  o\er  it,  or 
small  photographs  of  the  porch  itself. 

At  a  progressive  card  picnic,  games  may  be  played  on  impro- 
vised tables,  or  folding  tables  may  be  carried  along.  A  picnic 
dinner  precedes  or  follows  the  play. 

For  evening  open  air  entertainments,  a  Japanese  or  Gypsy 
card  party  can  beparticularly  well  carried  out  Tsee  pages  46  and  50). 
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All=Hallow  E'en  Card  Party. 

(Witch  Card  Party.) 

Invitations  may  be  decorated  with  sketches  of  a  witch  sweeping 
cobwebs  from  the  sky.  Witch  and  Cauldron  designs  of  Ye 
Witches  Fortune  Cards  should  be  used.  The  evening  may  be 
devoted  to  fortune-telling  or  to  the  game  of  Hearts.  The  Nile 
Fortune  Cards,  obtainable  from  dealers,  can  be  interpreted  with 
little  or  no  previous  preparation,  as  the  meaning  of  each  card  is 
printed  on  its  face.  A  witch's  costume  is  very  easily  arranged — 
tall,  conical  hat  of  black  cardboard,  black  skirt  and  shawl,  black 
sticking  plaster  stuck  on  teeth  to  hide  them,  broom  in  hand,  etc. 


The  apartments  should  be  dimly  lighted  with  hideous  jack-o- 
lanterns  cut  out  of  pumpkins,  and  containing  lighted  candles  and 
grotesque  Japanese  lanterns.  Or,  lanterns  may  be  made  of  paste- 
board boxes,  lined  with  tissue  paper,  and  cut  out  in  designs — 
witches,  cats,  skulls  and  cross-bones,  etc.  Tally  cards  may  be 
decorated  with  ghostly  subjects  and  the  motto: 

"I  have  set  my  wish  upon  a  card, 
And  I  will  stand  the  hazard  of  the  play." 

The  dining  table  can  be  very  attractively  arranged  with  a 
centerpiece  of  chrysanthemums,  baskets  made  out  of  pumpkins, 
full  of  fruit,  pyramids  of  apples  and  pears,  carrots  used  for  candle 
sticks,  turnips  and  cabbages  hollowed  out,  full  of  chestnuts,  etc. 
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The  refreshments  are  served  in  true  Arabic  style,  the  guests 
seated  on  the  floor,  and  may  include:  Chestnut  salad,  served  in 
turnip  cups;  pumpkin  pies;  doughnuts;  sweet  cider;  chestnuts; 
fruit,  etc.,  and  lastly,  the  Cake  of  Omen,  containing  the  lover's 
ring,  penny  of  fortune,  thimble  of  spinsterhood,  bachelor's  button, 
etc.  For  prizes  or  favors,  luck  pieces,  amulets,  gold  or  silver 
heart  charms,  a  coral  necklace,  bracelet  of  mystic  design,  key 
ring,  clover  charm,  rabbit's  foot,  silver  novelties  in  witch  designs, 
and  for  the  booby,  a  witch  made  out  of  a  pencil  dressed  up  in 
yellow  crepe  paper,  with  tall  black  hat,  the  pencil  stuck  in  an 
apple  to  keep  it  from  toppling  over. 


A  Heart  Party. 

(Valentine  Party.) 

Appropriate  for  celebrating  an  anniversary,  engagement,  or 
post-nu;.tial  affair,  or  for  St.  Valentine's  day  or  eve.  Invitations 
should  be  heart-shaped,  hand  painted,  or  in  the  shape  of  a  valen- 
tine, with  an  appropriate  quotation,  and  dainty  water  color  design 
on  the  first  page,  the  invitations  written  on  the  third  page. 

Progressive  Hearts  should  be  played,  with  Rider  and  Cupid 
playing  cards.  Bicycle  brand.  Each  player  plays  for  himself,  the 
one  taking  in  the  least  number  of  Hearts  being  the  winner. 
When  the  bell  rings  at  the  head  table,  each  gentleman  and  lady 
who  has  the  least  number  of  Hearts  progresses  to  the  next  table. 
For  decorations,  the  rooms  may  be  festooned  with  red  or  p'nk 
paper  hearts,  with  flowers  and  shaded  lights  to  match.  For  finding 
partners,  one  hostess  fastened  to  the  wall  a  large  white  heart, 
with  small  red  hearts  scattered  over  it,  each  bearing  the  name  of 
a  lady  guest  on  the  reverse  side.  Each  gentleman  is  given  a  small 
bow  and  arrow,  with  three  chances  to  pierce  one  of  the  red  hearts. 
If  he  succeeds,  the  lady  named  on  such  heart  is  his  partner.  If 
he  fails,  the  heart  nearest  his  third  arrow  designates  his  partner. 

Another  hostess  "suspended  from  a  door  knob  a  box  made  by 
sewing  together  three  large  pasteboard  hearts,  beginning  at  the 
points  and  overhauling  them  up  far  enough  to  make  a  convenient 
receptacle.     In  this  box  were  placed  red  cardboard  hearts  (for  the 
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gentlemen)  and  white  cardboard  arrows  (for  the  ladies),  a  cord  to 
match  tied  to  each.  These  cords  were  spider-webbed  in  and  out 
of  the  furniture  and  behind  pictures.  The  guests,  as  they  arrived, 
were  presented  with  the  ends,  and  the  process  of  unraveHng  began. 
On  each  heart  or  arrow  was  half  of  some  amorous  quotation, 
which  decided  partners,  thus  : 

On  a  heart — "Two  souls  with  but  a  single  thought," 
And  on  an  arrow — "Two  hearts  that  b„t  as  one." 
Or — "Needles  and  pins,  needles  and  pins," 
And — "When  a  man  marries,  his  trouble  begins." 

Arrows  and  hearts  may  be  used  for  scoring  by  tying  to 
them  a  ribbon  and  stringing  on  a  pierced  candy  heart  for  each 
game  won. 

Supper  may  be  served  at  small  heart-shaped  tables  in  the 
dining  room.  Ornament  the  center  table  with  strings  of  paper 
hearts  from  the  chandelier  to  the  candles  at  the  corners  of  the 
table,  and  place  in  the  center  a  large  heart-shaped  "Fortune" 
cake,  colored  pink  or  red,  with  cochineal.  Serve:  Salad  and  bon- 
bons in  crimped  edge  heart-shaped  paper  cases;  ices  moulded 
heart  shape,  or  served  in  cups,  ornamented  on  top  with  small 
"motto"  candy  hearts;  cheese,  cakes,  sandwiches,  bonbons,  etc., 
in  shape  of  arrows  and  single  or  double  hearts.  Allow  each  guest 
to  take  home  his  slice  of  the  Fortune  cake  to  "dream  on."  For 
prizes:  Paper,  leather,  china,  wood,  silver  or  gold  articles,  in 
heart  shape. 

An  Empire  Card  Party. 

For  an  Empire  dinner,  followed  by  cards,  the  following  menu: 

Potage  St.  Germain. 

Filets  de  Soles,  a  la  Richelieu. 

Poulet  en  Casserole. 

Asperges  en  Brochette.        Farcies. 

Mayonnaise  de  Ris  de  Veau. 

Neufchatel.  Crackers. 

Mousse  au  Marasquin. 

Petits  Fours  Verts.  Cafe. 

The  centerpiece  for  the  table  should  be  Marie  Louise  violets, 
in  bunches  (which  may  be  given  to  the  guests  as  favors),  sur- 
rounded by  an  Empire  wreath  of  laurel.  The  hostess  wears  an 
Empire  gown.  House  decorations  are  in  laurel  wreaths  and 
violets.  Napoleon  and  Josephine  cards,  Congress  brand,  should 
be  used.  A  long  stemmed  violet  may  be  given  each  guest  for 
games  won  Or,  tally  cards  may  be  decorated  with  sketches  of 
Napoleon.  For  prizes:  Jewelry,  in  Empire  wreath  or  violet  de- 
signs; an  Empire  bag;  portraits  of  Napoleon,  Josephine,  or  Marie 
Louise;  a  history  of  the  Empire,  etc. 
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Fancy  Dress  Card  Parties. 

(Historical  Card  Party,  Shakespearean  Card  Party.  Dickens  Card  Party, 
Hustling-Joe  Party,  Masquerade  Party.) 

Costumes   may  be  of  a  miscellaneous  character,  or  may  be 
confined  to   historical   personages  —  Dickens  or  Shakespearean 


DICKENS   CARD   PARTY. 

characters,  etc.,  at  the  discretion  of  the  hostess.     Invitations  for 
a  Shakespearan  card  party  may  read : 
To  Mr.  and  Mrs.  Richard  Smith— 

Greettuff : 
"Lend  thy  serious  hearing  to  what  I  shall  u\\fo\d."—Ha>7tlet. 
"Sir  (and  lady),  you  are  very  welcome  to  our  house. 

It  must  appear  in  other  ways  than  words, 

Therefore,  I  scant  this  breathing  courtesy." — Merchant  of  Venice. 

"Say,  what  abridgement 

Have  you  for  this  evening?" — Midsumer  Night's  Dream. 
"Whist  will  be  the  pastime— passing  excellent."— Taw««^  of  the  Shrew. 
"If  your  love  do  not  persuade  you  to  come 

Let  not  my  letter." — Merchant  of  Venice. 
April  twenty-first,  at  eight  o'clock. 

Tally  cards  may  be  decorated  with  pen  or  brush  Stratford 
scenes,  or  with  illustrations  of  scenes  from  Shakespeare's  plays. 
For  prizes:   A  bust  of  Shakespeare;   stein,  illustrating  Falstaff 


Mr.  and  Mrs.  Geo.  Brown. 
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and  cup  of  sack;  framed  picture  of  Strattord-on-Avon ;  framed 
picture  of  Romeo  and  Juliet,  etc. 

One  liistorical  card  club  celebrates  in  favor  of  our  Presidents, 
in  rotation — the  first  meeting  of  the  season  being  in  honor  of 
Washington,  the  next  John  Adams,  and  so  on.  Costumes, 
decorations  and  prizes  are  in  keeping.  The  ladies'  tally  cards 
have  little  descriptions  of  events  during  that  particular  Presi- 
dent's administration,  with  dates  of  same  on  the  gentlemen's 
cards.  As  a  consequence,  the  members  read  up  in  advance  so 
that  they  can  fmd  their  partners  without  displaying  ignorance 
of  their  country's  history. 

Another  form  of  fancy  dress  is  a  Hustling-Joe  party— the 
guests  being  asked  to  appear  in  costumes  as  shown  on  the 
Hustling-Joe  Playing  Cards.  A  particular  card  is  taken  from  the 
pack  and  sent  with  the  invitation,  showing  the  costume  which  it 
Is  desired  the  guest  may  represent. 

A  masquerade  card  party  among  those  who  are  well  acquainted 
may  be  a  jolly  affair.  Tally  cards  guide  to  tables,  and  each  guest 
is  given,  in  addition,  a  large  number  for  pinning  to  coat  or  dress. 
After  the  play,  each  receives  a  pencil  and  card  with  numbers  and 
blank  spaces.  Each  guest  then  fills  in  the  names  of  those  present, 
by  number,  as  nearly  as  they  can  be  guessed.  Masks  are  then 
removed  and  prizes  awarded  to  the  ones  guessing  the  largest 
number  correctly. 

Appropriate  playing  cards  are  the  New  Era  Cards,  with 
Beardsley  poster  faces,  the  Stage  Cards,  or  Congress  Cards,  with 
portrait  backs,  etc. 

Color  Parties. 

(Scarlet  Party.  Pink  Party,  Violet  Party,  Lemon  Party,  Orange  Party, 
Blue  Party,  Rainbow  Party.) 

Any  favorite  color  or  combination  of  colors  may  be  chosen,  and 
should  be  carried  out  in  invitations,  tally  cards,  lights,  flowers, 
table  covers,  playing  cards,  favors,  prizes,  edibles,  etc.  Orange 
and  lemon  color  parties  can  be  particularly  well  carried  out,  using 
oranges  and  lemons  in  various  form  throughout  the  menu.  Blue 
and  violet  parties  do  not  show  off  well  at  night,  and  are  best  given 
in  daylight.  A  rainbow  party  is  an  effective  variation,  using 
the  seven  rainbow  colors  throughout. 

Wedding  Anniversaries. 

Paper,  li.icn,  tin,  crystal,  or  other  wedding  anniversaries,  may 
be  appropriately  celebrated  by  a  card  party.  At  a  linen  wedding, 
the  invitations,  tally  cards,  decorations,  favors,  etc.,  should  be  of 
liner;  at  a  tin  wedding,  of  tin,  or  imitation  of  tin;  at  a  paper 
wedding,  of  paper,  etc. 
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At  Thanksgiving  Time. 

Invitations  may  be  decorated  with  turl\ey,  clirysanthemum  or 
football  designs;  for  decorations,  chrysanthemums  and  football 
flags.  Tally  cards  may  be  a  spreadtail  turkey,  painted  on  brown 
cardboard,  and  cut  out.  For  prizes,  a  football  inkstand  or  photo 
frame,  a  chrysanthemum  pincushion,  a  turkey  paper  weight,  etc. 
The  menu  should  include  cold  turkey,  with  moulded  cranberry 
sauce,  and  ices  in  the  shape  of  footballs. 

A  Quaker  Card  Party. 

All  talk  is  tabooed.  Any  one  who  speaks  while  playing  pays 
a  forfeit— a  trick  or  a  point  to  the  opposite  players.  Invitations 
are  worded  in  the  quaint  Quaker  way.  Guests  may  be  invited 
en  costume.  No  decorations;  rooms  are  stripped  of  furniture  and 
hangings,  and  made  as  plain  as  possible.  Tally  cards  are  painted 
Quaker  figures,  cut  out,  and  no  prizes  given. 

Children's  Card  Parties. 

A  pleasant  afternoon  or  evening  may  be  spent  by  the  little 
ones  playing  Old  Maid  or  the  old-time  Snap-Jack.  Miniature 
cards  are  obtainable  for  such  parties,  and  all  the  surroundings 
and  details  should  be  dainty  and  juvenile  in  character. 

A  fine  line  of  educational  card  games  has  recently  been  placed 
on  the  market,  and  is  on  sale  by  dealers  generally,  which  contains 
many  fine  games  for  children's  parties  and  play,  among  them 
several  which  can  be  played  progressively.  Many  parents  will 
doubtless  prefer  these  to  regular  playing  cards  for  entertaining 
their  children,  as  the  games  are  really  of  educational  merit,  and 
at  the  same  time  are  very  entertaining.  For  illustrated  pamphlet 
describing  them,  send  to  The  Cincinnati  Game  Co.,  Cincinnati. 


Paine's  Whist  Tray. 


Neat  and  attractive.     Put  up  in  plain  leatherette  box. 

No  effort  to  insert  or  remove  cards  from  tray. 

Cards  can  not  be  accidentally  displaced. 

The  most  compact  Duplicate  Whist  Set  made. 

16-tray  set  in  box,  measures  less  than  8  inches  each  way. 

Very  strong  and  durable. 

The  favorite  among  Clubs  and  Whist  players. 

Sold  by  dealers. 

A  Course  of  Whist  Lessons  free  to  each  Durchasen 

See  opposite  page.     Write  us  for  particulars. 


PRICES:  8-TraySet,    $4.00. 

36-Tray  Set,  $12.50. 

12-Tray  Set,    $5.00. 

40-Tray  Set,  $14.00. 

16-TraySet,    $6.00. 

44-Tray  Set,  $15.50. 

20-TraySet,    $7.00. 

48-Tray  Set,  $17.00. 

24-TraySet,    $8  00. 

52-Tray  Set,  $18.50. 

28-TraySet,    $'>>.50. 

56-Tray  Set,  $20.00. 

32-Tray  Set,  $11.00. 

60-Tray  Set,  $21.50. 

64-Tray  S 

et,  $23.00. 

Every  principle  protected  by  19  patents. 

Infringements  will  be  prosecuted. 

//  is  an  infringement  to  make  a  tray  having  any  of  the  characteristics 

of  these  trays,  whether  for  sale  or  for  the  maker's  own  use. 

It  is  an  infringement  to  sell  an  infringing  tray,  no  matter  by  whom  made. 

It  is  an  infringement  to  use  an  infringing  tray,  no  matter  by  whom 

made  or  sold. 

Trays  made  of  different  materials,  of  different  shapes,  or  with  different 

means  of  holding  the  cards,  are  merely  mechanical  equivalents.     The 

Courts  hold  a  pioneer  patent  to  cover  all  equivalents. 

The  U.  S.  Playing  Card  Co.,  Cincinnati,  U.S.  A 

Sole  Manufacturing  and  Selling  Agents. 


Whist  Lessons,  Free. 


$20  ^^    course,  by  mail,  with  each  set  of  Paine's 

■  WhistTrays  bought  from  your  dealer.    Write 

us  for  particulars.     Our  booklet,  "Simple  Whist,"  teaches 

principles  of  the  game  in  an  evening.     Mailed  for  2c.  stamp. 


Paine's  Seal=Pattern  Trays. 


MADE   IN    BLACK 
AND   I!AROON. 


PAINE  S 
OPEN.  SEAL.-PATTERN    SETS.  CLOSED. 

An  extra  fine,  strong  and  durable  tray. 

Will  outwear  the  ordinary  tray  many  times. 

Put    up    in    handsome    seal-pattern    cases,    with    nickel-plated 

handles,  clasps,  etc. 
Has  all  the  superior  points  of  the  regular  Paine  Tray. 
Especially  suited  for  holiday  or  anniversary  gifts,  or  for  home 

or  club  play. 


PRICES: 


8-Tray  Set,  $  7.50. 

12-Tray  Set,  10.00. 

16-Trav  Set,  12.00. 

20-Tray  Set,  15.00. 

24-Tray  Set,  18.00. 

28-Tray  Set,  21.00. 

32-Tray  Set,  24.00. 


36-Tray  Set, 
40-Tray  Set, 
44-Tray  Set, 
48-Tray  Set, 
52-Tray  Set, 
56-Tray  Set, 
60-Tray  Set, 


$27.00. 
30.00. 
33.00. 
36.00. 
39.00. 
42.00. 
45.00. 


64-Tray  Set,  $48.00. 


LARGER   SETS  TO   ORDER. 
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Bridge  Whist 

Playing  Cards. 

These  packs  are  made  up  in  a  great 
variety  of  designs.     Each  pack  contains 
full  rules  for  playing  Bridge  Whist. 
Cards  are  of  fine  quality,  linen  stock, 
are  durable,  elastic,  with  perfect  slip 
and  finish. 

Sold  by  dealers,  or  sample  pack  sent 
for  50  cents. 

The  U.  S.  Playing  Card  COc 

Cincinnati,  U.  S.  A. 


^!li 


LAUREL   BACK. 


IMo.    Q9. 


NEPTUNE   BACK. 


Treasury 


Playing  Cards 

The  very  finest  Club  Cards;  double 
enameled,  finest  laid  linen  stock. 

Made  especially  for  players  desiring 
perfect  cards. 

Above  backs  are  printed  in  red, 
blue,  green,  and  brown. 

Sold  by  dealers,  or  sample  pack 
sent  for  7^  cents. 


The  U.  S.  Playing  Card  Co, 

Cincinnati,  U.  S.  A. 


The  U.  S.  Self = Scorer 

Copyrighted,  1897.    Patented  October  19, 1897. 

For  four  and  six-handed  progressive  games. 

Will  detect  and  instantly  correct  errors  in  the  score. 

The  final  count  may  be  made  quickly  and  without  confusion. 

The  only  scoring  system  by  which  tie  games  and  lone 

hands  can  be  scored  to  advantage.     Put  up  in  sets  from 

1  to  100  tables.     Scores  40  games. 

Sold  by  dealers,  or  sample  set,  4-handed,  15c.  per  table; 

6-handed,  30c.  per  table. 

The  United  States  Playing  Card  Company, 

CINCINNATI.  U.  S.  A. 


One  Lone  Hand. 

One  Lone  Hand. 

One  Lone  Hand, 
One  Lone  Hand. 
One  Lone  Hand. 


Card  Games  and 
How  to  Play  Them 

128  pages— newly  revised— containing  rules 

for  all  games  with  cards. 

Sent  on  receipt  of  10  cents  in  stamps. 


CONTENTS. 


All-fours  (Seven-up— Old  Sledge). 
Auction  Pitch  (Cinch). 
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"Bicycle" 

Playing  Cards 

Are  used  every-where, 

Said  a  gentleman  who  was 
connected  with  the  Chicago 
World's  Fair  and  Midway: 
Among  the  strange  people  in  the 
Plaisance,  I  have  seen  games 
played  with  cards  brought  from 
every  corner  of  the  earth — cards 
gritty  from  the  sands  of  the 
Sahara,  cards  soiled  by  the 
blubber  of  the  Esquimaux,  cards 
damp  from  the  sea  winds  of  the 
South  Sea  Islands— but  from 
whatever  quarter  they  come,  they 
are  of  one  make  and  one 
brand— 'Bicycle.'" 

The  above  facts  are  not  the  result  of 
chance.    "Bicycle"  cards  are  used  all 
over  the  world,  because  experience  has 
proved  to  players  that  they  are  the  best 
that  can  be  obtained  for  the  price.     They 
excel  all  others  in  slip,  finish  and  dealing 
qualities.    Do  not  accept  substitutes  or 
imitations.     The  genuine  cost  no  more. 
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